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INTRODUCTION 


Nintendo's Game Boy has changed the way we look at game 
playing. Now you can take it with you. The almost instant 
success of the Game Boy has led to a rapid growth in the games 
available. The first games were fairly simple, but now there are 
games that offer great graphics, great sounds, great challenge, 
and lots of all three. Some of these new games may wear out 
one or more sets of batteries! 

Nintendo Game Boy Secrets is meant to get you farther than 
you've ever gotten in the games you love to play. By combining 
detailed descriptions with lots of graphics, this book not only 
tells you what to do, but often shows you, too. Like all books in 
the Secrets of the Games series, Nintendo Game Boy Secrets goes 
an extra step for you. In fact, you can read this book in different 
ways: 

1. Use this book as a guide to games you don’t yet own. 
What kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. Use this book as a strategy guide. How can you play this 
game successfully? Check the General Strategies section of each 
chapter for the most successful techniques and ideas. Then 
check the level-by-level, step-by-step strategy session and learn 
exactly how to go from the start to the finish of each game. 

3. Find the ultimate secrets for each game. Even in the step- 
by-step descriptions, we hold back a little. We want you to try to 
figure it out on your own. But if you're still stuck, try our section 
called The Secrets. Often you'll find special strategies, 
passwords, or even powerful secret techniques in The Secrets 
section of each chapter. 

At the beginning of the book is a special chapter devoted to 
people who want to be the best game players around. Called 
DeMaria’s Guide to Games, this chapter looks at strategies that 
apply to all games. You'll learn the strategies and techniques 
developed over years of playing. Many of these strategies came 
from other expert players over the years—game counselors and 
game designers. In particular, I had lots of help from Donn 
Nauert, one-time national champion video gamer. Donn helped 
me put together the section on action and arcade games. 


vii 


In addition to the main sections of this book, you'll find a 
short section that profiles some of the useful add-on items you 
can obtain to complement your Game Boy. Be sure to check out 
these great additions. 


For parents, we've provided a short chapter to help them 
understand why we all love video games so much, and how 
they can enjoy, or at least live comfortably with, our mysterious 
obsession with these games. Any parents who are concerned 
about video games in their homes should read A Parents' Guide 
to Video Games at the end of the book. 


I'd like to end with a personal statement. Video games are often 
violent in content. That's OK. They're games. Enjoy the games, 
but please remember what's important: 


Respect the Earth. 
Respect all Life. 
—RDM 
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CHAPTER 1 


DeMaria’s Guide to 
Games 


by Rusel DeMaria and Donn Nauert 


Playing games is hard work. That's right. It might be lots of fun, 

‘but it’s also hard work. You can spend hours, days... even weeks 
on some games. You'll get completely caught up in mastering 
the story, or in developing a character in a role playing game 
(RPG). Or you may want to test your reflexes in a fast-paced 
arcade game. Whatever kind of game you're into, you'll play 
best if you play smart. In this chapter, I offer some guidelines for 
playing smart. 


A GAME BY ANY OTHER NAME 


Not all games are alike. Some require the reflexes of a lightning 
bolt. Raw speed and joystick agility are primary skills you need 
in those games. You also have to recognize patterns and be able 
to make fast adjustments. These games are called arcade games. 

Other games require a patient approach to puzzle solving. 
Such games are made up of a series of situations with one or 
more solutions. These games are called adventure games. 

Another type of game features puzzle solving and character 
building. In them, part of the fun of the game is to watch your 
characters grow in strength and ability. These are role playing 
games or RPGs. 

Still other games combine puzzle solving with fast action. 
Usually the action isn’t quite as intense as in a pure arcade 
game, nor are the puzzles so perplexing. There’s just enough of 
both to allow the joystick jockeys to have fun while the deep 
thinkers get to exercise their gray matter, too. Such games are 
called action adventure or action role-playing games. 

There are some basic (and obvious) differences between 
arcade games and adventure or RPGs. Therefore, I’ve divided 
my game guidelines into two sections. 
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RPGS AND ADVENTURE GAMES. 


First, you need to know the difference between an RPG and an 
adventure game. Adventure games are games of exploration, 
where you have to solve puzzles along the way. Your character, 
however, doesn’t change much (if at all) during the game. He is 
more or less the same at the end as he was at the beginning. If he 
does change, it is as the direct result of the plot of the game. In 
other words, if your character changes from a mild-mannered 
librarian to Super Danger-Man, he did so because you solved a 
puzzle or a series of puzzles to get him to that point in the story. 
Adventure games tend to have more difficult puzzles to solve 
than RPGs, often involving some real twisty logic. 

In contrast, role-playing games are games of exploration, 
puzzle solving, AND character building. It is the change in your 
character(s) that makes the difference. That’s why they’re called 
role-playing games. You actually become the characters you 
control. They always start out 
weak and defenseless. In time, 
as they gain experience and 
money, they become stronger 
and better equipped. Part of 
the fun of an RPG is to watch 
your characters grow in 
strength and ability until they 


are the mighty warriors that 
you always hoped they'd be. 
On the other hand, in most 
RPGs, by the time they reach 
that stage, their enemies are 
colossal beings of super- 
natural power— nearly in- 
destructible. One way or the 
other, things keep even in 
RPGs. If you're good, you 
keep a step or two ahead of 
the game, that's all. 

Just as the plot de- 
termines how a character 
changes (if at all) in an 
adventure game, characters 
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in RPGs develop as a direct result of their encounters with 
various enemies. In RPGs, characters gain experience, just like 
real people, and as they gain that experience they become better 
at what they do. 

In most adventure games and RPGs, quick reflexes are 
secondary to planning and deep thinking. Most RPGs and 
adventure games take a long time to complete. So you'll want to 
keep notes on the clues you obtain. Also, in many such games, 
you'll want to create maps. 

In role playing games, the keys to remember are patience 
and caution. Don't take chances without being able to recover 
from disaster. 


Rule # 1: Save Often—I can't state this rule 
emphatically enough. Save your 
game—if you can, that is. Some games . 
can't be saved. But many can, whether on 
a battery backup or by writing down a 
password. If you have such a game, 
always save or get a password at each 
new milestone. Got a new super-duper 
laser beam whirling sword? Or maybe your character just 
learned the Squish 'em spell. Don't take a chance and lose it. 
Save your game or your password often. 


Rule #2: Be Prepared—Yes, a good role-player is like a good Boy 
Scout. Be sure you have what you need. Don't just barge into the 
next dungeon without a torch (or other light source). Don't head 
into a nest of dragons without some powerful weapons. 

In RPGs, you'll find that an ounce of preparation is worth a 
pounding headache... no, it avoids a pounding. That's right. If 
you spend some time building and equipping your characters at 
the start, you'll be rewarded later. It's tedious, yes. It's time 
consuming, definitely. But it's worth it. Spend time in the 
wimpy dungeons and the easy areas, never straying far from 
home base. Build up experience points and head for safety 
whenever you get a little low. Follow Rule # 1 very attentively, 
or you could lose several hours work in one mighty blow from 
the Giant Dog Spirit you never saw before or the Orc Magi that 
suddenly appeared out of nowhere. 


Rule # 3: Make Maps and Take Notes—You're probably really 
smart, so you don't really need to do this. But humor me. You'll 
find that something said way back at the beginning of the game 
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suddenly makes sense a week 
later. But who said it? What 
exactly was that clue? 

And don’t tell me you can 
find your way through an eight- 
level maze with twists and 
turns and invisible doors 
everywhere you look. OK. So 
you can. Can you also 
remember where those poison 
traps and invisible pits are 
lurking? After you've almost 
made it a few times, but died 
just short of the entrance, you'll 
probably conclude that making g 
maps is worth the effort. So get 
some graph paper (about a 1/4 
inch grid or so) and fill in the 
walls, doors, traps, clues, and 
other points of interest. 

When making maps, move slowly and cautiously. Mark 
each step and turn as you go. That way, even if some Evil 
Pegasus drops an anvil on your head, you'll be able to come 
back to the same spot quickly the next time. Be careful. Count 
your steps and be sure to keep the map oriented properly so you 
don't go drawing a hallway out into space. 

Watch out for hidden doors, one-way doors, wrap-around 
mazes (which start on one side and continue on the other side of 
the maze), teleportation traps (which send you to another place 
without warning), and any other landmarks. Use spells or items 
that can show you where you are. Label all stairs or ladders and 
other special places. Write down any clues you obtain. 

Finally, save your maps! You never know when you might 
want to relive some of the excitement, or come back to a game 
after several weeks, months, or even years. I save all my maps. 


Rule #4: Read the Manual—OK. This one 
should have been earlier, but no one really 
wants to read the manual. You should, 
though. Especially in RPGs and adventure 
games, you'll find lots of important clues 
and instructions, not to mention a list of 
magic spells and other indispensable tidbits 
of essential information. 
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In addition to my basic rules for playing adventure and role 
playing games, here's another tip that might help: 


Use It Where You Find It (but save first). When you find a new 
item in a game, it’s often there for a reason. Try using it. If you 
find a magic lamp, try rubbing it. If you find a glittering golden 
harp, maybe it wants its strings stroked. However, the corollary 
to this suggestion is to save the game first. That way if the genie 
in the lamp is in a bad mood and decides to turn you into a two- 
headed chicken, you'll be able to recover. Remember, 
programmers and game designers love bizarre twists. Don't try 
anything new unless you save first. If you can't save, don't do it 
(or hold your breath and hope for the best). 


ARCADE AND ACTION GAMES 


Arcade action games usually feature a fast pace and a whole lot 
of shooting, punching, kicking, and/or jumping. Here are some 
guidelines to more successful arcade gaming. 


Watch patterns. In most games, each level or screen behaves 
exactly the same way each time you come to it. At first it might 
seem completely overwhelming, but if you observe how things 
move, you can often find a simple way to succeed. For really 
difficult places in a game, have a friend watch you play. He or 
she might see something you didn't. Or tape record your game. 
Sometimes you'll miss something in the heat of battle that you'll 
see with a cooler eye. 


Practice each level until you know everything it does. In most games, 
you'll have to master the early levels to get to the later ones. Just 
keep practicing and eventually the early part of the game, which 
used to be hard, will be a breeze. 

Good players practice a game again and again. In time you 
become familiar with the patterns that occur. You'll recognize 
patterns quicker and react more quickly to attacks. 


Don't take unnecessary chances if you're playing to win. There are 
those games, especially the "shooters," where you might see a 
chance to get a special bonus item or extra man or something, 
but the way to it is dangerous. Your split-second decision will 
often be to go for it, even though you know it is foolhardy. 
That's a good way to lose one of your men (ships, lives, or 
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whatever). Use some caution when it comes to such situations 
and let a few of the hard-to-get items pass on by. There will be 
other opportunities and you'll survive to see the end of the 
game if you are a little careful. 


Watch the whole screen. Be aware of what is happening on other 
parts of the screen. Most action games are busy and fast. Lots of 
stuff is going on all over the screen. If you get tunnel vision and 
concentrate only on the guy you're about to destroy, you may 
get caught by a bullet (fist, rocket, boulder, laser beam) in the 
back (side, top, or bottom). The whole screen is usually full of 
danger. Don't lose sight of it. 


If you're playing for high scores, look for places you can get lots of easy 
points. Sometimes this becomes academic. If you find a place 
where you can tape the fire button down on Turbo and go to 
sleep, it's not really playing, though it may impress your 
friends. On the other hand, there are legitimate opportunities to 
gain lots of points if you figure out a clever strategy. You can 
build up points, but, more importantly, you can often build up 
extra lives if you find such places. Watch the patterns to see if 
you can stay in a relatively safe place and continue to destroy an 
endless stream of enemies. 


Try different methods to defeat the hard enemies. If you come across 
a creature that seems to be too difficult, try getting as close as 
possible to him and striking. If that doesn't work, look for 
patterns. Shoot in various parts of him, or look for a place where 
he's vulnerable. Also try different weapons, because some may 
be more effective than others. 

Some enemies can't be damaged until they open their eye, 
mouth, arms, or other body part. Or they may lower their 
shields when they strike. Watch for that moment of vulnerability 
and strike quickly. Usually you'll find a pattern of movement 
that puts you in the right position to strike quickly without 
being hit. You'll know you hit the enemy because he'll either die 
or at least he'll flash to indicate that he's been hit. Also, some 
sound effects in the game can tip you off. A pinging sound often 
means you haven't done any damage. The sounds of success 
vary a lot, though. You'll figure it out. 


Test your character's limits. Find out how far and how high your 
character can jump. Walk to the edge of platforms. Does your 
character fall off as soon as he reaches the edge, or can he walk 
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almost all the way off a ledge and 
just stand there holding on with 
his toes? Each game is different. 
Learn how this one works. 


Pull backwards to stop sliding. 
Many characters in action 
adventure type games slide when 
you stop them. For instance, 
when they’re running forward 
and you want them to stop, they 
keep going a little. This is 
especially frustrating when 
you're trying to jump onto a 
narrow platform. The character 
will slide right off if you can’t 
stop him in time. The trick is to 
reverse direction while the 
character is still in the air. That 
way, you can control the sliding 
when he lands. 


Face the opposite direction for tricky jumps. Some jumps are hard to 
make because your character tends to overshoot the mark. 
Sometimes, if you start out by facing in the opposite direction, 
then turn and jump, you'll be able to hit the jump exactly. Try it 
if you are going too far in a jumping situation. 


Use the manual. For action games, you can often play without 
ever cracking open the manual, but if something doesn’t make 
sense, check out the documentation. Often you'll have missed 
some super move or other detail if you don’t read about it in the 
manual. Take a moment between battles to check it out. 


Take breaks when you're tired. Sometimes your reflexes slow down. 
If you find yourself making a lot of dopey mistakes, and you 
know you're better than that, take a deep breath and go out and 
shoot some hoops or rest, or run a couple of miles. Anything to 
change your focus. Some exercise doesn't hurt. Video games 
only exercise your eyes and your fingers. The rest of you is 
important, and you'll play better if you're in shape. 


Choose the controller that works best for you. If you're playing a 
'shooter' you may prefer a joystick type controller. The best 
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players prefer pads for some games and joysticks for others. 
Experiment if you can. 


Get used to the skills needed in the game. To master many games, 
you'll have to have very fine control over your character. Get 
used to using your pad or joystick as a fine instrument. Try to 
learn to move your character in very small amounts. Also 
practice the longest and shortest jumps. If you can control your 
character in the air, after he jumps, practice that, too. 

Practice any other moves—attacks and defense—that your 
character can use. Get to know how the controller works and 
how the character responds. If you practice your moves early, 
you'll find it easier later on. 


Even if you get killed, don’t give up. You never know. Keep on 
going. This may be the time you'll succeed. At least the 
additional practice will help you later. To master a difficult 
game, you'll need to know each level as well as possible. 


Make a safe zone. In 
scroling games, 
lay down a fire 
pattern that opens 
a lane of safety. 


In some games, you 
don't have to destroy 
every enemy. If you 
can safely pass a difficult level by concentrating on one side or 
another, that may be the best policy. 


Figure out who's important. In some games, you'll need to take 
care of specific enemies to help you get through. That means, 
identify the first priority enemies and take them out. Then you 
can concentrate on any stragglers. Sometimes you need to get to 
the most dangerous enemy first. Other times, you want to clear 
the screen of all nuisance enemies to make it easier to beat the 
more dangerous ones. Try different strategies to find out. 


Save or get passwords whenever possible. Some games let you save 
or get a password for a level. Write down passwords or save the 
game as frequently as you can. You'll make it to the end much 
quicker that way, and with less frustration. 


CHAPTER 2 


Batman 


Distributor: Sunsoft 
Game Type: Arcade Action 


WHAT’S GOING ON? 


The Joker is no laughing matter. He’s kidnapped Vicki Vale, a 
beautiful photographer, and is threatening to kill everyone in 
Gotham City with his deadly Smilex gas. 

The police are corrupt; the politicians are powerless; and the 
city is doomed unless someone can help. Someone like you. 
Batman, the Caped Crusader! 


WHO ARE YOU? 


You’re Batman. Yes, the same super-hero alter-ego of playboy 
millionaire Bruce Wayne. Dressed in a suit of black (which also 
happens to be body armor), your exploits terrify any criminal 
dumb enough to get in your way! 


PLAYERS 
Only one Bat-player at a time. 


SCORING 


You get points for shooting the Joker’s henchmen, and for 
shooting the bricks that are scattered about each level. The 
henchmen are worth more points in the higher levels. 
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LIVES AND HOW TO LOSE THEM 


You start with four lives. Each life has a Life Gauge, which is 
depleted by the attacks of the Joker’s cronies. If the Life Gauge is 
fully drained, the Batman is gone, man! You can also lose a life 
by plummeting into any of the chasms found on each level. 

Earn extra lives by finding Batman images and by scoring 
massive amounts of points. You'll win an extra man at every 
100,000 points up to 500,000, at 700,000 points, at 1 million 
points, and at every million points thereafter. 


CONTINUES 


If you lose all your lives, you can Continue or End. Continuing 
will start you from the beginning of the last Stage you reached. 
You have unlimited continues. 


CONTROLS 


Direction 
Pad Fire 
i Shoot Missile 
(Backward) 


Fire 
Shoot Missile 
(Forward) 


WEAPONS 


There are two types of bricks: white and black. The white bricks 
contain nothing, but the black bricks contain Weapons and 
Special Items. You'll have to jump up to collect the Items. 


The Batarang will spin and twirl through walls to hit the 
Joker's goons. You can only have two Batarangs on the 
screen at any one time, so don't throw them wildly. 
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The Normal Weapon is what Batman starts out with. Its 
bullets will go all the way across the screen, but won't go 
through anything they hit. 

The Power Weapon will fire through walls! 

The Shot Weapon has a short range, but can continuously 
fire at the enemies. 

The Smoke Bullet is like a smart-bomb, choking out every 
enemy on the screen. 

The Tranquilizer goes through everything in its path to 
put the opposition to sleep—permanently! You can only 
fire one bullet at a time, however. The Spear Up and Spear 
Down items have no effect on this Weapon. 

The Wave Weapon shoots a power wave that flows across 
the screen. 


There are also two items that affect the power of your Weapon. 


The Spear Up will boost the Weapon’s power level. There 
are seven levels in all. 

The Spear Down will decrease the Weapon’s power level. 
Don’t grab this one, or the Joker will laugh all the way to 
your funeral! 


SPECIAL ITEMS 
Here are the Items left behind by the black bricks. 


The Batman gives Batman an extra Batman! 

The Bonus is a tidy 5,000 points. 

The Heart adds to the Life Gauge. 

The Batwing spins around Batman, protecting him from 
bullets and goons. There are both regular Batwings and 
Faster Batwings. Once the Batwing is hit, it will disappear. 


FRIENDS 


Vicki Vale is the girlfriend of Bruce Wayne, and that makes her 
Batman’s girlfriend too! Rescue her before it’s too late! 


ENEMIES 


The Joker has rounded up a small army of henchmen, but none 
of them are very skilled in the fighting arts. Of course, there is 
strength in numbers, so you'll still have to be careful! Make it 
past all his subordinates and you'll face off against the Joker 
himself! 
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STRATEGY SESSION 
General Strategies 


Shoot everything in sight! You won't run out of bullets, so fire 
away! This isn't exactly brave, but who said war has to be 
honorable? 

Jumping is a required skill. As you practice, you'll learn that 
Batman can jump a LONG way. Don't be afraid to leap for a 
platform; just don't let go of the button too soon! 

There's nothing more frustrating than shooting a black block 
to uncover a Spear Down Item, only to find out that you can't 
advance without collecting it! To avoid this, try shooting blocks 
from the right, so that you can pass up the Item easily. 

If you get the Item out of a black block, and then lose a life, 
that block will be white when you restart the level. Don't pick 
up every new Weapon as you find it; get a good one and stick 
with it. The Power and Wave Weapons are good, but the 
Tranquilizer is the best. 


Stage 1-1: Gotham City 


In this first Stage, p 
you'll discover |i 
that shooting bad | 
guys isn't the 
only way to get 
past them. In fact, 
you may simply 
want to jump 
over a lot of the 
enemies on this 


Stage. Of course, Why, it's Commissioner Gordon! 
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if you're going for points, 
you'll want to shoot them. f 
On later levels, passing 
bad guys becomes more 
necessary. 

You'll also learn that 
you need to shoot white 
blocks to give yourself 
access to black blocks. The 
power-ups toward the EXE 
middle of the Stage EE 
demonstrate this. Look for E Prep E E E E ERE 
the Wave Weapon; this is ^ Find the Wave Weapon. mm 
very powerful! 

Batman should cruise through this Stage, but do you think 
the Joker has sent out the toughest guys yet? Not on your life... 


Stage 1-2: Chemical Factory 


Watch out when you're 
using stairs; thugs armed 
with machine guns will 
seem to charge you as 
soon as you take your first 
step! 

After you get past the 
stairs, you'll be jumping 


from platform to platform. 

Take it slowly; the Joker's 
loonies are everywhere. j 
Near the end of the Stage, 
the stairs will return. Only f 8. 
this time, the creatures on | 


you're at... Getting the jump on your enemies. 


Stage 1-3: Chemical Factory 


This part of the factory is guarded by robots! They'll take more 
punishment than goons; you'll need a powered-up gun or other 
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be very sure of yourself. If in 
doubt, why not pass it? 

At the end of the Stage, 
you'll have to blast through a 
door to reach... 


Stage 1-B: Batman vs. Jack 


As Jack walks toward 
you, duck and shoot at 
him. When he gets too 
close, leap over him and 
run to the other side of 
the screen. Jack moves 
pretty quickly for being 
so chubby, so be careful! 


i à 4 bis eae tnd 


EE MUNI N 


Weapon to get rid of them 
quickly. 

Get past the robots and 
you'll arrive at the 
floating platforms! There's 
a black block temptingly 
placed in the middle of all 
the platforms, Try for it if 
you want, but you'd best 


Jack is actually the 
Joker! But he's not the 
Joker yet! You're going 

to turn him from Jack 
into the Joker, by 
knocking him into the 
vat of deadly chemicals 
below you. Why? 

Maybe because he's 

shooting at you! 


He'll soon fall into the 


chemicals and you're off 
to... 
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Stage 2-1: Gotham City 


Back into the streets! 
There are both goons and 
robots, but the biggest 
dangers are the falling 
projectiles. When you 
leap onto some ledges, 
the projectiles will fall 
from the sky at you! Be a 
quick Batman and jump 
rapidly from ledge to 
ledge, or be a tricky 
Batman: If you stand on 
the edge of a ledge, you 


Taking the plunge. 


won't be hit by the 
projectile. Beware, though, 
because these projectiles 
will hurt you even when 
they've landed! 

At the end of the Stage, 
you'll have a seemingly 
impossible jump to the 
door. Get on top of the 
white Block, jump up and 
shoot when you're 
horizontally aligned with 
the ledge to the left. A block þa 
will appear! This hidden 
block is your ticket to... Secret! 
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Stage 2-2: Flugelheim Museum 


Don’t stop to admire the 
artwork! The Joker’s 
goons are thick on this 
Stage, and they'll fire a lot 
at you. In fact, you might 
seriously consider pass- 
ing some scoring op- 
portunities here just to get 
out alive. You'll need to 
find the right balance of 
points against health. 

There are some dif- 
ficult jumps toward the 
end of the level; use full-strength leaps and you'll make them 
all. In no time, you'll be at another door inside... 


A big leap. 


Stage 2-3: Flugelheim Museum 


j The goons get better and 
] better! This time, they'll leap 
| at you! Be quick with your 
trigger finger. 

If you decide to walk 
x| along the top path, you'll be 
*—| in for a surprise. There are 
hidden holes in the floor (or is 
it the roof?) that you—and 
your enemies—will fall 
through. TIE 
It's safer to 
walk along 


Watch for false floors! 


the bottom for this reason. 

At the end of the level, you'll have a 
tricky jump to get through the door. Shoot 
the door and leap when the platform is at the 
bottom of the screen. Time it right, and you'll 
roar off in the Batmobile to... 


Stage 3-1: Batwing Stage 
Attacking the Joker's aerial arsenal is easy; just swing up and 
down while firing like crazy! Stay to the left side of the screen, 
moving right only to fly past bullets headed in your direction. 


16 


Batman 


First you'll be 
attacked by planes 
in two lines (one 
high, one low). Next 
move down and to 
the right; now the 
planes will come 
from behind you! 
They take lots of 
flak, so you'll need 


When a helicopter 
comes onto the screen, get 
ready for a blitzkrieg of 
attackers! If your reac- 
tions aren’t real fast, 
you'll need to fly at the 
bottom of the screen, 
dodging between the 
bullets. However, with 
nerves of steel and 
reactions like a cat you 

f can shoot the line of 
Choppers! choppers easily. 

The Joker will try 
some new weapons, like 
his balloons and rockets! 
Stay high and you won't 
get hit by a rocket. Fly 
through them all and a 
weird sphere-shaped ship 
will appear on the screen. 
This enemy is tough! 
When it opens, it will 
shoot a huge spread of 
bullets, move up and 
shoot again, and then 
move down to shoot a 
final time. Dodge these 
large bullet-spreads and 


then move behind the ship f : 
as it darts to the left! It will — Dodge the fire, then dodge the ship! 
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fire a final flurry of ammo, and then start the attack pattern 
again. 

Keep firing when the hatch is open, destroy the ship, and 
you'll soar into... 


Stage 3-2: Batwing Stage 

The attackers on this Stage are the 
same as those you previously met, 
and you should just shoot them down 
the same way. When the background 
speeds up, though, get ready for a 
new opponent. 

A plane will fly from the left side 
of the screen to the right, disappear, 
reappear, and start firing! Stay close to 
it and dodge between the bullets it fires, 
or dodge above them. If he dives below 
the screen, move away from the left edge, 
because he'll zoom up on the left, then 
zoom back to the right! Keep moving and he'll be a goner. But 
the next craft is even tougher! 

The helicopter fires lines 
of bullets that home in on 
your position. Keep moving 
to dodge the bullets, and 
keep shooting to plug the 
chopper. You're going to 
make it mad soon, so look 
out! It will eject a pod that 
will spread to all four 
corners of the screen! To 
dodge all these bullets, stay 
in the middle of the screen, 
dodging in a tight circle to 
the right to avoid the 
chopper's bullets. 

Shoot this baby down and you're one step closer to the 
Joker—and into... 


a Stage 4-1: 

Ee E dum Gotham 
A d Cathedral 
s 
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The Joker’s pulled out all the stops 
now. Among your attackers on this 
level are ninja assassins! 

When you reach the platforms, 
jump from one to the next when the 
platform you're on is moving up and 
is almost level with the next platform. 
This will get you across them safely. 

You'll also need to use the Smoke Bullets to their full capability. 
Wait for a group of enemies to arrive on the screen, and then use 
the Bullet. When you find the door; shoot it down and enter... 


Stage 4-2: Gotham Cathedral 


The screen moves constantly! You can’t 
afford to mess up and end up on the left 
side of the screen. Keep jumping and 
moving to the right without hesitation. 

The first black block has the Power 
Weapon; get it if you don't have the 
Tranquilizer; you'll need some straight 
shooting to destroy the cannons at the 
beginning of the Stage. 

The enemies here are also extremely tough; avoid the ones 
you can, because losing lives now will hurt you later—when 
you find the door to... 


Stage 4-B: Batman Vs. Joker 


This is it! The main event! The Joker's got a gun that will shoot 
many different kinds of bullets; you'll need to recognize each 
shot pattern and dodge accordingly. See The Secrets if you're all 
Batted out. 


SHH... THE SECRETS 


How do I defeat the Joker? 

Since it's still Jack, only better 
armed, you should use the same 
attack strategy, but with one 
difference; keep leaping. The 
Joker's gun will often shoot a 
spread of bullets that can't be 
ducked; it can only be leaped. 
Keep firing and Gotham City 
will be safe... for now! ; 
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Bubble Ghost 


Distributor: FCI 
Game Type: Arcade Action 


Suse START 


X 


WHAT'S GOING ON? 
Being a Ghost isn't very fun. In fact, it's downright boring! 5o 
you can imagine the delight of one particular Ghost in finding 
out that he could play with bubbles! 

But the Ghost is tired of playing inside his dark, dreary 
castle. He wants to play outside! Help him blow his bubble 
through 35 Halls of danger—not to Ghosts, but to Bubbles! 


WHO ARE YOU? 


The Bubble Ghost. You've got a good strong blow—it helps 
being made of air already! 


PLAYERS 
Bubble Ghost plays in solitude. 


SCORING 


The Ghost gets 4,000 points every time he passes a screen, plus a 
bonus equal to 20 times the Hall number. If the Ghost blows 
through Hall 14, he'll get 280 points (20 times 14). 
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He also scores points for beating the Bonus Timer. The 
Timer gives you one minute for each Hall. He gets 50 points for 
every second under the one-minute mark. 

Finally, if he finds an object that he can blow on to affect it, 
he gets 4,000 points. Not every Hall has one of these (called an 
Event), but some do. So blow for it! 


LIVES AND HOW TO LOSE THEM 


The Ghost start with five Bubbles to blow. Every time E 
the Bubble touches a wall, object, or anything besides 
the Ghost, it will pop! The Ghost gets mad when you 
pop the Bubbles! When you make it through a floor 
of the castle, you'll get a bonus Bubble. 


CONTINUES 


You can continue endlessly, and you start from the last Hall you 
made it to. Your score is reset to zero, but you get five new 
Bubbles to play with. 


CONTROLS 


Direction 


Pad Cancel 


Function 
va 


d Make Ghost 
Blow 


WEAPONS 


The Ghost’s weapon is his breath. It’s not bad, it’s strong! By 
blowing the Bubble around the Halls, and by blowing on certain 
objects, you'll safely guide the Bubble to the outside world. 
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If you blow continuously for too long, the Ghost will run 
out of breath and turn colors! Even Ghosts have to breathe! 


SPECIAL ITEMS 
The Bubbles are special, but that's about it. 


FRIENDS 
None at all. Maybe he’ll meet some friendly ghosts outside! 


ENEMIES 


Every room is filled with prickly, sharp, pointy objects just 
waiting to pop passing Bubbles. Some of these objects can be 
disabled, but most of them will just have to be skillfully 
avoided. 


STRATEGY SESSION 
General Strategies 


Don’t be a blowhard. Use small, controlled breaths to move the 
Bubble. Blow too hard and you'll send the Bubble careening into 
objects that can be easily avoided. 

By continuing endlessly, you can ruin some of the fun of the 
game. Try playing from the beginning to the end without 
needing to continue. 


Go With The Blow: A Guide To The Castle 


Since the castle is such a big place, with lots of surprises, it 
would spoil the adventure to show you everything. This guide 
will take you through the first two floors of the castle, and will 
also show you a few of the future Halls. The Secrets contains the 
locations of Events for every Hall. Ready, set, blow! 


Hall One 


This will help you break 
in the controls, but you 
shouldn't have a 
problem otherwise. If 


you burst a Bubble, you 
should start over! 


Bubble Ghost 


Hall Two 
Blow the Bubble 
above the 
spinning disc, and 
you can easily 
exit the Hall. 


Hall Three 
That candle looks 
pretty hot! We don’t 
want to heat up the 
fragile bubble! So 
blow it out. You'll get 
4,000 points for finding 
an Event! Getting the 
Bubble through here is 
simple now. 


Hall Four 
There's another 
candle in here. Go 
ahead and blow it 
out again. The 
exit corridor is 
pretty tight, so 
take your time. 


blow the Bubble off 
course unless you stop 
it. Try blowing into the 
fan without a blade. 
Out it goes! Sneak the 
Bubble past the 
deactivated fan. 
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Hall Six 
Both of the paths seem 
difficult, but the one 
on the top is the one to 
use. Getting past the 
twinkling star is just 
about impossible. 
Blow past the bar 
when it’s receding. 


Hall Seven 
This is pretty easy. 
Get around the 
pipe in either 
direction, and 
blow past the 
electricity when it 
just sparks out. 


Hall Eight 
Blow out the fan and 
blow through the 
Hall! The Off/On 
switch isn’t an Event, 
although it sure seems 
like it! 


Hall Nine 
Using the top path is 
impossible! And the 

bottom one is blocked 
by that snake. How 
could you get rid of it? 


Try blowing on the 
trumpet! 
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Hall Ten 
Once again, it looks 
like you could use 
either path, but the top 
one is the safe one. The 
bottom one is a 
Bubble-Popper! 


Hall Eleven 
Blow past the 
twinkling star when 
the needle recedes; 
then blow past the 
next needle the same 
way. Timing is very 
important here! 


Hall Twenty 
Don't watch the spikes; 
watch the bars they 
emerge from. When the 
bar is small, the spike 
is shrinking; when the 
bar is large, the spike is 
coming out. Blow past 
when both bars are 
shrinking. 


Hall Thirty 
You can either blow 
through the spikes on 
the bottom or the 

lasers at the top; the 
laser path takes longer, 
but it’s easier than the 

spikes. 
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It's a sunny day out there, so do your best to clear the Halls! 
Good luck! 


SHH... THE SECRETS 


What are some of the Events? 

Hall Three: Blow out the candle. 

Hall Four: Blow out the candle. 

Hall Five: Blow into the bladeless fan. 

Hall Eight: Blow into the bladeless fan. 

Hall Nine: Blow into the trumpet. 

Hall Thirteen: Blow into the elephant's ear. 

Hall Fourteen: Blow onto the TV antenna (the small one on the 
right edge of the TV). 

Hall Sixteen: Blow onto the spider. 

Hall Nineteen: Blow into the whistle. 

Hall Twenty-Three: Blow onto the TV antenna (as in Hall 
Fourteen). 
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CHAPTER 4 


Bugs Bunny 
Crazy Castle 


Distributor: Kemco/Seika 
Game Type: Arcade Adventure 


MSS 


PUSH XOTPEHOT 


LFO KEMAL : 
LIL RSE SY HINTED 


WHAT’S UP, DOC? 


Everybody knows Bugs Bunny loves carrots. But did you know 
he has another love? He does—and her name is Honey Bunny! 
She’s been kidnaped and taken to the Crazy Castle. 

There are 80 levels in the Castle, and Bugs must travel them 
all. But there’s a problem! Bugs’ enemies are guarding the levels! 
Can you help Bugs rescue Honey and not be found out? It’s up 
to you, doc! 


WHO ARE YOU? 


Bugs Bunny. He’s looking pretty good for being over 50 years 
old. It must be the carrots! 


PLAYERS 


The Crazy Castle can only admit one player at a time into its 
wacky gates. 
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SCORING 


Wascally wabbits wike Bugs score points by collecting carrots 
and beating up the bad guys. How does Bugs, peaceful rabbit 
that he is, attack? With the Boxing Glove, a Weapon that he'll 
find on certain levels, along with some items that he can shove 
onto anyone chasing him! 


LIVES AND HOW TO LOSE THEM 


Bugs starts with five lives. If Bugs gets caught by an enemy, he 
loses one. If he finishes a level, he'll gain an extra life! There's 
also a special location where he can win three lives. 


CONTINUES 


You can continue from the start of the last level you reached, 
and you'll never run out of continues. You will lose all the 
points you've earned up to that point, though. 

You also receive a password whenever you finish a level. 
Use it in a later session to return to that level. 


CONTROLS 


Direction : Throw 
Pad —: 


Glove 
Ps 


* d 


WEAPONS 


Bugs is a resourceful rabbit. He'll use quite a few items to keep 
his enemies off his tail. 
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Bugs throws the Boxing Glove at his enemies, knocking 
them for a loop. If he misses the enemy, he can pick it up 
and use it again. 

Bugs also finds certain objects that will come in handy. 
For instance, Bugs can push the Safe, Wooden Crate, 
Bucket or 10-Ton Weight onto anyone dumb enough to 
stand there without trying to move! 


SPECIAL ITEMS 


There are two items of interest. 


Magic Carrot Juice will give Bugs the power of 
invincibility! He'll walk right through his enemies! 

The No-Carrot Sign will teleport Bugs into a special level. 
If you finish this level, you'll return to your original 
level—with three extra lives! If you don't finish the level, 
you'll be teleported three levels behind the one you 
started from. 


FRIENDS 


Carrots are a rabbit's best friend—and a rabbit's only friend in 
this castle! 


ENEMIES 


If you've seen Bugs on TV, you'll have a good idea of his 
enemies. But here they are, in case you haven't. 


Daffy Duck is a "dethpicable" duck. 

Sylvester usually chases after Tweety! 

Wiley Coyote is looking for the Road Runner, but Bugs 
will do! 

Yosemite Sam likes shootin' varmints like Bugs! 


STRATEGY SESSION 
General Strategies 


Keep on the move. If you stay still too long, you'll get hemmed 
in by the 'toons on your trail. Remember, though, once you get 
rid of one of your enemies, he won't come back, at least not until 
the next level. Mastering the game is figuring out just how to get 
rid of each enemy without getting caught flat-footed by another. 
Once you clear an area, you have clear sailing, so to speak. 

Hold onto the Boxing Glove as long as possible before using 
it. You shouldn't waste it on an enemy you can sneak past. 
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A very sneaky way of dodging an enemy is to wait by a 
doorway. Just as he enters it, you enter it too. He'll come out 
where you were, and you'll come out where he was! 


14-Carrot Gold Strategies 

Since Bugs Bunny is meant for younger players, the game is 
pretty easy. But for its age group, it will be a lot of fun. Here's a 
guide to the first ten levels. After that, you should have no 
trouble getting through the game. It's not too hard. Weally! 


Stage One 


Push the 10-Ton 
Weight to the left 
=| and squash Yosemite 
Sam! Then collect 
the rest of the 


carrots. Practice a 
bit with the stairs 
and doors to see 
how they work. 


Stage Two 


There are lots of 
ways to say so long 
to Sylvester on this 
level. Try the Boxing 
Glove. Remember, if 


you miss him, you 
can pick it up again. 
If it hits, you're set! 


Stage Three 
Another level with lots of Boxing Gloves. There are a few carrots 
that you'll have to climb into some pretty precarious positions to 


30 


Bugs Bunny Crazy Castle 


get. Make sure the way is clear—or that you've gotten rid of 
Sylvester—before you go for them. 


Stage Four 


There's more than 


one enemy on this 
level, so you'll need 
to be extra-careful. 
The Bucket won't do 


much good, but the 
Boxing Glove will. 


Stage Five 

Climb, rabbit, climb! Go up at the start and don't stop until 
you've grabbed all the carrots and the Boxing Glove. Then come 
back down. Sylvester may have followed you up a bit. Use the 
Boxing Glove on him and go down to get the last two carrots. 


Stage Six 


You'll find a new mode of 
transport on this level —the 
pipes! By entering one end of a 
pipe, you'll come out on the 
other end. This is a pretty simple 
level, but fool around with the 
pipes to see how they work. 
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Stage Seven 


Make good use of 
the 10-Ton Weights. 
Keep moving, 
because the multiple 


enemies will trap 
you in a jiffy 
otherwise. 


Stage Eight 

Go to the right at the start of the level and grab the Magic Carrot 
Juice. Now chase down the Sylvesters and touch them to get rid 
of them before the Juice wears off. If you're quick, you'll have an 
enemy-free level to clear. 


Stage Nine 

With four enemies, this is the toughest level yet. Go to the 
bottom first, grabbing the Boxing Glove. Then grab the carrots, 
avoiding Sylvester or Yosemite. The Glove is a last resort only! 


Stage Ten 

There are lots of doors to enter. Climb up at the start and grab 
the carrots and Glove. Then start working your way to the right, 
collecting all the carrots. When an opponent follows you, use the 
door trick to leave him above you. 

Another good trick—and one you'll need to use on later 
levels—is to lure your enemies to the left. Then climb above 
them and jump off the ledge, running back to the right! Your 
enemies will be left in your dust! 


The puzzles will get more difficult from here, but the techniques 
you've used in these first levels are all you'll need to win. Go 
save Honey! 


SHH... THE SECRETS 

What are some passwords to higher levels? 
Bugs Bunny is a pretty easy game. Just don't let f 

the wittle wascal down. 
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Castlevania—The 
Adventure 


Distributor: Konami 
Game Type: Arcade Action 


PUSH STANT KEY 


WHAT’S GOING ON? 

Count Dracula has terrorized the hearts of men for hundreds of 
years. He’s also sucked their blood! Only one man has dared to 
challenge the Count’s power: Simon. (Apologies to Dr. Van 
Helsing.) 

Simon thought that the Count was dead. He was wrong! His 
evil powers have taken over the land. So Simon dug around in 
his closet, taking the one weapon that can destroy the 
Count—the Mystic Whip! Now he must invade the Count’s 
realm, fighting his way to a one-on-one encounter—and 
hopefully, to victory! Simple, right Simon? 


WHO ARE YOU? 


You're Simon, the famous vampire-killer. And Simon says, 
"Let's get the Count!" 


PLAYERS 


The Castlevania Adventure is for one player only. There's only 
one Mystic Whip, you know! 
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SCORING 


You get points by whipping Dracula’s dudes and by collecting 
Coins. You'll receive a bonus for finishing a level; the faster you 
finish, the more points you get. 


LIVES AND HOW TO LOSE THEM 


Begin your Adventure with three lives. Each life has a Life 
Gauge which is drained as you're hit by your enemies. If the 
Life Gauge runs out, you're down for the Count. 

There is also a timer that starts when you start the level. If it 
hits zero, you'll also lose a life. 

You can recharge the Gauge by finding Hearts, and you can 
gain extra lives by finding 1-Ups and scoring points. At 10,000 
points, and at every 20,000 points after that, you'll get a free 
man for your efforts. 


CONTINUES 

If you are Count-ed out, you can Continue from the beginning 
of the last Level you reached. There are four Levels in all. You've 
got an infinite amount of continues, so there's no excuse for 
letting Dracula take over the world! Don't be a bloodless worm! 
Get out there and save humanity! 


CONTROLS 


Up/Down Left/Right 


Jump 


Castlevania—The Adventure 


WEAPONS 


Your weapon is the Mystic Whip. At first, it’s merely a plain old 
length of cord. By collecting Crystals, you can power up the 
Whip. The first Crystal will turn the Whip into a ball and chain. 
The second Crystal will allow the ball and chain to shoot 
fireballs! 

If you're hit by an enemy, the Whip will lose a level of 
power. So don’t get hit! 


SPECIAL ITEMS 


Dracula’s burning his candles for you. Whip the candles to 
reveal Special Items. 


The 1-Up adds a life to Simon’s collection. 

Coins spin around on the ground, and give you those 
nice extra points. 

The Cross of Gold will make you invulnerable for a 
short time, during which you'll flash. 

The Crystal, as mentioned above, makes the Whip cool. 
The Flashing Crystal will bring a Primary Evil (see 
below) onto the screen! 

A Heart will add a few bars to the Life Gauge. 

The Flashing Heart totally charges the Life Gauge. 


FRIENDS 


The Count knows you well, but he doesn’t exactly qualify as 
your buddy. You're on your own. 


ENEMIES 


Dracula has gathered a small, but strong, army to fight you. 
Here's a head count. 


The Big Eye rolls along the ground, and blows up when 
you Whip it. 

The Death Bat flies past you before turning around to 
attack. 

Evil Armor is evil all right—and tough! 

The Mudman drops from the sky before forming into a 
body. 

Punaguchi is a nasty creature that spits fireballs. 
She-Worms crawl along the ground, rolling into balls 
when you hit them. 
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The Primary Evils are Dracula’s Bosses. But Primary Evil sounds 
scarier, doesn’t it? 


Gobanz is a gonzo guy with a large mace. 

Under Moles crawl out from their holes to pounce at you. 
Zeldo is a huge bat-creature that will swoop down to 
attack! 

Count Dracula is the leader of all evil! 


STRATEGY SESSION 

General Strategies 

Jumping is easy. Whipping is easy. Jumping and whipping at the 
same time—that's not easy. Practice it until you can leap up to 
whip candles with ease. 

In The Secrets you'll find the locations of secret rooms full of 
power-ups. If you want to find these on your own, remember to 
climb to the top of every rope (Level One) and to look for 
different patterns in the bricks (Levels Three and Four). 


Level One 


Start walking to the right 
and whip the candles. You'll 
get a Coin and then a 
Crystal to power up the 
Whip. Then your first 
enemy will drop from the 
sky! The Mudman starts out 
as a droplet, and forms into 
a humanoid that walks 
toward you. Whip the pile 
of mud before it becomes a 
Mudman! 


You'll have the Whip 
fully powered up quickly. 
As you start jumping up the 
platforms, watch out for the 
small creature walking to 
the left. Hit him with the 
Whip itself; if you don't, 
he'll leap backward and 
then come at you again. 

You'll come to a rope. 
Climb up and walk to the 
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left. Get ready for a rolling 
Big Eye to come at you! You 
can kneel and Whip or attack 
from a standing position; 
either way works. The last 
candle before the rope 
leading up contains a Cross 
of Gold. Grab it and climb 
up protected by the Cross. 


As you walk to the right, 
the Death Bat will attack for 
the first time. Let the Bat fly 
over your head, and then turn 
around to attack it as it 
swoops at you. Jumping up to 
hit it is too dangerous! As you 
walk right, more will attack. 
One of them will swoop 
directly at you from the right! Get ready for it. Climb up the 
rope when you reach it. 

The first candle contains a Cross; get it before the Big Eyes 
arrive! Then get the other candle for a Heart and climb up. This 
time, the higher candle contains the Cross. Try to get it before 
the effects of the first Cross wear off. Then climb up again. 

Now start walking left. The last candle before the rope holds 
a Heart. Take it and climb all the way up! At this point, if your 
Whip isn’t fully powered up (no fireballs), whip the candle as 
you fall. If you do have fireballs, shoot one at the faraway candle 
for a 1-Up and then leap down to retrieve it. 

The Bats and Mudmen shouldn’t be a problem as you walk 
right. Keep going until you reach a series of platforms. These 
platforms will fall as soon as you jump onto them, so you must 
quickly leap from one to the next. A few more leaps after that 
and you'll be safe. The candle contains a Heart. Hopefully, you 
won't need it. 

These next ledges are 
very narrow. Before you 


start jumping them, fall R A, ^ t SA skra 
below them and walk right. 

Watch out for the Bat that Ez + 3 = : 
will attack; you want to keep fe k È k i 
a powered-up Whip! Get all $ 
the Candles and come back j Sad Sad Bad a Sd Sd EREA 


to leap on top of the ledges. E ERE — 
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To hop them, your feet must literally be hanging off the 
edge of a ledge before you jump. Otherwise, your jump will be 
too small and you'll fall down. Keep trying! And remember that 
every time you have to start over, the Bat will attack you at the 
beginning. 

You'll have another, smaller set of ledges to jump, and then 
the falling platforms will return. If you fail on these, you'll have 
to walk left to make them reappear, then try again. Clear them 
all and you're ready for the Boss! 


Whip the candle for the Flashing Crystal. This calls Gobanz! He'll 
march slowly toward you, stopping every so often to swing his 
mace. With a powered-up Whip, your fireballs will bounce off; you 
have to hit him with the Whip itself! 

If he gets too close to you, hop onto the platforms and jump over 
his head. You can Whip him from behind once or twice before he 
turns around. Beating him is easy—but this is just the beginning. 
It gets harder! 


Level Two 


The first candle is a Cross. 
Get it as soon as you can, 
because the trio of Bats in this 
room aren't exactly friendly! 
Once you have the Cross, 
start moving right. There will 
be a few more Bats and 
Crystals to power up the 
Whip if you lose its power 
fighting the Bats. 

You'll come to an ugly 
new enemy; the Punaguchi! You can hit it at long distance with 
the fireballs, or close in with the Whip. Either way, do it quickly, 


EL. e. 


Punaguchi; luggage from Hawaii ? 
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before it shoots its energy balls at you! You can Whip the balls, 
but they’re fast-moving and hard to predict. 

Kill the second Punaguchi and leap up. Get ready to whip 
an energy ball as you leap off the ledge. Hurry to the right and 
hide underneath the Punaguchi. To destroy it, you'll have to 
climb quickly up the rope just after it shoots an energy ball and 
whip it. If it starts to shoot another ball, you can hit it and the 
ball at the same time—if you time it just right. 

Walk right to get the candles and come back to the left. The 
Punaguchi will be back! You can Whip it from behind without 
even needing to jump. Get it and climb down and right. 

The boomerang-thrower m : 
will throw at one of two 
heights. If he's standing up 
and recoils his arm, the 
throw will be high; duck it 
when it flies left and jump it 
when it flies right. If he 
ducks down, the throw will 
be low; jump and then duck. 
Get rid of him before he can 
throw too many! Then climb 
down the rope. 


Whack the Punaguchi and 
then get onto the falling 
platform. When it reaches the 
level of the tunnel, jump and 
hold the Pad to the right. You 
should slide into the tunnel. 
Get the candles and climb 
down. The next series of 
: platforms are farther apart; 

ae wait longer before leaping. 
Slide into the tunnel. The first candle contains a 
Crystal, but it’s hard to grab and jump at the same time. 

Get the candle and climb down the long rope. Two 
Punaguchis! Whip them both quickly, or the energy balls will 
ricochet all over the place. Then climb down. You're at the 
bridge! 

Crossing this bridge will be pretty tough. Big Eyes will roll 
at you from both sides, but you can’t Whip the ones coming at 
you from the right. Why? Because they'll explode, leaving a 
huge hole in the bridge and one that’s very hard to jump. Jump 
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the Big Eyes instead; it’s 
easy once you get the FF 
timing right. | 

The end of the bridge 
will hopefully arrive 
soon; get the candles and 
climb down the rope. ff 
Jumping over to the J" l 
single candle is pretty = 
tough, but if you do it right, you'll get a nice surprise. Lea 
down to get the two remaining candles and climb down the 
right-hand rope. 

This time, kill the Bats and get the candles. One of them will 
reveal a Cross. Then climb down the left rope. Big Eyes! Lucky 
you have the Cross! Climb down the next rope. A Punaguchi 
guards the next rope; time your leap down so you don't get hit 
by an energy ball. Waste the ‘Guchi and climb down. 

Keep climbing down until you reach a boomerang man. Kill 
him and collect the candles. There will be a second 
boomeranger, and then a rope. Climb down. 

You'll have to Whip quite a few Moles. But you can do it! 
The Count is waiting! 


Here's the Boss room! The Moles will leap from one of the four 
holes each time; there's a specific place to stand to kill each 
Mole as it lands. 

If it comes out of the first hole, stand between the second and 
third holes, facing left. If it emerges from the second hole, stand 
underneath the second hole, facing right. 
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If it comes out of the third hole, stand underneath the third hole 
and face left. And if it's coming out of the fourth hole, stand just 
to the right of the third hole, facing right. 

You can also live (even) more dangerously by jumping at the mole 
holes to hit them before they leap. This is very dangerous though, 
and they'll usually just jump out before you can do anything. 


Level Three 


See that spiked roof? If you touch it, you'll die instantly, no 
matter how much energy you have. So watch out for it! 

Walk to the right and grab the candles. Keep going and the 
roof will start to cave in! There will also be a candle to the left 
that you normally can't 
get. Whip the screw that's 
closing the roof four 
times to destroy it, and 
then quickly run to the 
left and leap up to Whip 
the candle while the floor 
is close to it. The candle 
contains a 1-Up. 


Walk right and the roof 
will close again! This time, 
move into the small area 
underneath the dent in the 
roof and duck down. The 
— ES spikes won't get you this way. 
There's another screw to the right. Hit it four times or you'll 
see the roof a little too closely! Now walk right, past the candles. 
Don't stop to Whip them, or the roof will crush you. Get to the 
hole in the roof and duck. When the roof comes back up, run left 
and collect the candles safely. You'll need to hide inside the hole 
one more time. 
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Hit the screw and go right until you reach two falling 
platforms. Leap over to the ropes and start climbing quickly! 
Now the really tough part begins! A wall of spikes will emerge 
from the bottom of the screen! If you fall onto these spikes, 
you'll die instantly, just like the roof spikes. Don’t slip up! 

Climb up the left rope , 
until its end almost touches 
the spikes, then leap over to 
the right one. Leap onto the 
platform as soon as you can 
and Whip the She Worm. If 
your Whip isn’t powered up, 
you'll have to leap the Worm 
as it rolls back toward you. 

Climb up the next rope, & 
Whip the next She Worm, € 


BO °424 


left one when your rope is almost touching spike. 
x. cee rr Climb up this rope, but 
E don't jump over to the 
Worm. Keep going up and 
leap across the narrow ledges 
and falling platforms to the 
next rope. Jump left to the 
narrow ledge, Whip the 
Worm, and leap over it to the 
next rope. Hasn't the Count 
heard of stairs? 

Don't leap onto the next narrow ledge until it's halfway 
down the screen. Otherwise, you won't be able to leap onto all 
of the falling platforms because they won't all be on the screen! 
Negotiate the last few platforms and the spikes will recede! AII 
right! 

Don't start celebrating; now they'll come from the right! 
Start running left. Whipping any candle during this section is 
time-consuming; don't do it unless you think the spikes are a 
mile behind. (They're usually not!) 
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The first few ledges are 
simple; Whip the Worms and 
run as fast as you can! When 
you reach a group of three 
ropes, leap from one to the 
other when you're just more 
than halfway up. After that 
comes some narrow ledges 
and more ropes. Does “run 
like crazy” sound good? 

When you reach a ledge with Mudmen, you're almost out! 
Wind through the ledge and climb up the rope! Quick! Follow 
the path until you reach the Primary Evil, Zeldo! To fight this 
batty boss, stay at the bottom 
of the screen and let the Bat fly 
around. When he swoops 
down to attack, Whip him 
from behind. The lower-left 
corner of the screen is quite 
safe. 

Bat's aren't smart, so this 
one will swoop right into your 
Whip. On to the last Level! 


Level Four 


Walk down this corridor of 
armor, Whipping all the 
candles. Be careful; some of 
the armor will turn into Evil 
Armor and walk toward you! 
You must survive this tunnel 
with a powered-up Whip, or 
your next foe will be almost 
=] unbeatable. 

Pass the boomerang-man at 
the end of the tunnel, and then 
leap up to fight a Gobanz! Don’t 
back up too far when fighting him, | 
or another Gobanz will appear | 
when you go right again. Climb up | 
the rope at the far right. 

This tunnel is a nest for 
Punaguchi. Move slowly, so that 
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any surprise attacks can be handled with the Whip. Climb up 
the rope at the end of the tunnel. Up here, move right. Jump up 
to Whip the Punaguchi. Climb up the rope behind it and move 
left to collect the candles. Return right and leap from the falling 
platform to the rope. Going up! 
` Leap onto the first 
platform from the rope. 
When it moves to the left, 
leap straight up (don’t move 
the Control Pad) when you're 
above the second platform. 
Then leap left to the rope 
when the second platform 
| AA AA AAA A goes halfway up the screen. 
111:1 | Make it a small jump so you 
don’t hit the spikes! 


UE 

The next two rooms are 
similar. Leap onto the first 
platform when it’s at the 
bottom of the screen; then 
leap from one to another as 
they cross in the middle of 
the screen. The platform 
you're on should be 
somewhat lower than the one 
you're jumping to. RR insi iii 

Fight past the two boomerang-men and climb up the rope at 
the end of the tunnel. This room is very difficult! Leap from one 
platform to another only when there are no fireballs bouncing 
around, and stay at the left side of a platform. This way, if a 
fireball hits you, it won't throw you into the spikes. Get rid of 
the Punaguchi quick! 


FON GA UA 


| 2s ce ce 


Climb up and fight the 
boomerang-man. Jump onto 
the rope at the right. The next 
series of rooms forces you to 
leap from one huge spike to 
another. Watch the timing of 
the spikes in each room, and 
adjust accordingly. Don’t hit 
the ends of the spikes! 

After the last spike room, 
- E] you'll fall into another 
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tunnel. Start going left. There are three Gobanzes to deal with. 
Remember not to back up too far when fighting them! Reach the 
rope and climb down. 

Walk right onto the falling platform, and leap when it’s just 
above the candle-lit tunnel. Hold the Pad left and you'll slide 
into the tunnel. Get your well-deserved goodies and walk back 
to the right. Climb down the rope. 

This is it! The chamber of the Count! You've been thinking 
about how you were going to destroy him—now's the time to 
put those plans into action! See The Secrets if you're too scared 
to fight! 


SHH... THE SECRETS 


How do I beat the Count? 

The Count has formed this room so that there are several 
ways you can attack him. He didn't do this accidentally; he did 
it to confuse you! Here's one way to rid the world of his menace. 


Dracula will move between four different platforms. Hide 
beneath the first one, at the left side of the ledge. Let him shoot 
diagonally, then leap up and hit him when he shoots 


horizontally. He'll shoot three times, then teleport over to the 
right ledge. Run over there quickly and use the same technique. 


When he teleports up to the 
top, run over to the left to 
dodge his bullets. He'll then 
teleport to the bottom; keep 
dodging. Finally, he'll return to 
the left ledge. Start your attack 
pattern again and he's 
dead—or is he? 
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Jump up to the ledge where Drac was and get ready to fight the 
Bat! He'll swoop back and forth on the screen, occasionally 
stopping to release a group of smaller bats. Hit him when he 
releases the small bats, and hit him when he swoops in your 
direction. Destroy him and you'll destroy Dracula forever—or 
will you? 


Is there a way to get extra lives quickly? 

In Level One, DON’T Whip the first candle. Whip every 
candle you come to after that. The eleventh candle will contain a 
1-Up, something it normally doesn’t. Then when you climb up 
into the secret room, you'll get another 1-Up. That's two lives! 
Now intentionally die, losing one life. Repeat grabbing two lives 
and losing one until you're ready to go on. 


Where are the hidden rooms? 


Find the secret places: 


Level One 
Level Three 


Level Four 


CHAPTER 6 


Cosmo Tank 


Distributor: Atlus 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Mankind had tapped out the Earth! Only 72 years after the 
beginning of the New Space Age, there were no natural 
resources left. And the population had increased to intolerable 
levels. There was only one hope: the formation of space colonies. 

Eventually, five planets were colonized. While searching for 
others, a scout ship was attacked and destroyed by an alien 
force. What do they want? To settle the planets! Now we must 
fight the aliens for the rights of settlement—with the 
CosmoTank! 


WHO ARE YOU? 


The leader of the tank's crew. You'll get to steer the tank—and 
fire the weapons! 


PLAYERS 


CosmoTank has three modes. The Quest Mode is a full-fledged 
adventure for one player. The Training Mode lets you practice 
your gunnery skills against a variety of attacking aliens. 

The Vs. Mode lets two players go head-to-head to wipe out 
Boss characters the fastest. This mode requires two Game Boys, 
two CosmoTank cartridges, and the Video Link. 
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SCORING 


In the Quest Mode, your progress is marked by the information 
you obtain and the planets you save from the aliens. 

In the Training Mode, your accuracy is rated at the end of 
each training session. You can achieve a grade anywhere from A 
(best) to E (worst). The more aliens you shoot, and the harder 
the difficulty level, the better your grade will be. 

In the Vs. Mode, you'll win by destroying all the Bosses on a 
planet before your opponent. 


LIVES AND HOW TO LOSE THEM 


How you die depends on how you play the game. The Quest 
Mode gives your tank three lives, with each life having a 
Damage Meter. The Meter will fall as the tank is hit by enemies 
and enemy fire. If the Meter runs out, the tank is destroyed. 

One of the planets has the Shield Unit, a piece of equipment 
that will enhance the armor of the CosmoTank. 

In the Training Mode, you'll lose points when the aliens 
touch you. Keep getting hit and you'll get an E grade, no matter 
how good a shot you are! 


CONTINUES 


The Quest Mode lets you continue an infinite number of times. 
CONTROLS 


Shoot Lasers 
Speed up 
conversations 


FP Detonate Bombs 
Subscreen/Pause * j F End 
conversations 


CosmoTank 


WEAPONS 


The CosmoTank is equipped with two weapons—Lasers and 
Bombs. 


The Lasers have three power levels. They start at Level 
One. For every ten Power Capsules you collect, the level 
will raise by one. 

Bombs will blow away walls, and most of your enemies. 
You start out with five Bombs; you gain another one every 
time you pick up a Bomb Capsule. 

One of the planets has the Pulse Unit, which will enhance 
the capability of your Lasers. 


SPECIAL ITEMS 


On your Quest (Mode), you'll find two types of Special Items— 
Capsules and Items. 


Capsules are dropped by enemies you destroy. You'll find: 


The Bomb Capsule gives you an extra Bomb. 

The Life Capsule replenishes one bar of your Damage 
Meter. 

The Power Capsule enhances the strength of your Lasers. 
Ten Capsules equals one power level. 

The Super Life Capsule refills the Damage Meter. 


Items enhance the strength and ability of the CosmoTank. They 
are spread out among the planets, with one on each planet 
(except Desa, the planet you start on). You'll find: 
The Hover Item lets you navigate a certain planet. 
The Pulse Item gives the Laser a stronger beam. 
The Sensor Item is what you need to find the final planet! 
The Shield Item will absorb enemy fire that would 
normally hit the Tank. 


FRIENDS 


You'll find many buildings on the planets. Drive into them and 
you can talk to the people inside. Some of them will give you 
valuable hints or even repair the CosmoTank! 


ENEMIES 


Each planet has been infested by a number of smaller aliens, and 
the deadly Life Core. You have to destroy the Life Core to save 
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the planet. At first, the Life Core is very powerful; you need to 
find its subordinates and destroy them to weaken the Core. 


STRATEGY SESSION 
General Strategies 


Try the Practice Mode and drive around constantly while you 
shoot the aliens. Then try staying still while you shoot them. 
Your score should be much higher when you stay still. This 
shows how you have to drive during the Quest. Drive in short 
spurts, stop, and let any aliens near you attack. Destroy them all, 
drive forward for another short spurt, and stop again. 

The reason it’s so much easier to shoot them when 
you're staying still is that they will approach you at an angle 
that makes it easy to shoot them. The Tank can only aim in eight 
directions; when you drive around, the aliens will run to catch 
up, and attack from strange positions. 

In the 3D sections, remember that your enemies’ shots 
won't hurt you if you can’t see them. Even then, they will only 
do damage if they hit in the middle of your viewscreen. Be sure 
to dodge bullets this way. 


Desa, The Sand Planet 


As you start the Quest, your Tank 
is dropped onto the surface of 
Desa. Drive South and into the 
structure. You must drive into 
these buildings from the North or 
South, not from the sides. 

This nice woman will fully 
recharge your shield! Un- 
fortunately, it won't matter much 
since it's already full. Thanks 
anyway. Leave the conversation and - 
you'll leave the building. 

At the start, you can advance 
into the mission quickly, but it's 
recommended that you stay around 
this building, shooting aliens and 
powering up, going back into the 
building when your shield is low. 
This will make the mission much 
easier at the beginning. 
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Once you've reached a level 
you're happy with, start driving 
North, Remember to “spurt- 
drive"—drive for a second or two, 
shoot any aliens approaching, and 
then drive again. You'll soon 
reach a road leading West. Drive 
onto it and head in that direction. 
The road will eventually turn 
North again. 


Drive into the building on the 
left side of the road. The woman 
=] will tell you to use the Bombs, but 
. | she didn't mention how. Drive 
Northeast from the building until 
you reach the wall. Stay close to it 
and use the Bomb. When the wall 
disappears, drive North and past 

where it was. The wall will soon 
| reappear! These aliens have some 
interesting technology! 

Drive East just after the wall 
and go into the building. It's a 
recharge center! With your full- 
strength shields, drive Northwest. 
If the Spider attacks at this point, 
here's how to take care of it; shoot 
at it three or four times, drive left 
or right for a moment, and turn 


You'll reach a hole in the wall. 
Drive into it and you'll be inside a 
3D maze! Drive North continuously 
until you reach a door. Go inside 
and you'll meet your first Boss! This 
robot, luckily, stands still as it fires. 

After destroying the Robot, 
drive South until you reach a path 
leading East. Turn in that direction 
and drive North. Go through the 
door and you'll emerge back on the planet surface. 

Drive North and enter the building to recharge the shields. 
Then go North and West until you reach another building. Drive 
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Move to one side, and turn at it only to shoot it. Be sure to 
adjust your Target Point so that it hits the robot. This shoot- 
and-dodge technique is what you'll use against all the Bosses. 

After a few hits, the robot will blow up and drop an Energy Core. 
You've just weakened the Life Core! 


against the sides of the road here; 
flashing mines will appear and 
disappear. If you hit one of these, 
you'll seriously damage the Tank. 
Enter the 
building, and then 
drive North into 
the cave. Drive 
straight North and —— 
through the door. MES 
Another Boss! Shoot it like the last one and 
you'll destroy another Energy Core. You'll also 
get a map showing you through this maze! 


^| B 
This crablike beast tends to slide to one side as it fires at you. 
Slide just ahead of it so that you can hit it continuously while it 
misses! When it explodes, you'll have liberated Desa! 
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Use the map for reference, and drive to location 4. You'll 
enter another door and face another robot. Destroy it. There's 
only one creature left in here; the Life Core! Drive to location 3 
and you're fighting it! 

You'll come out back on the planet surface, but go back into 
the hole and drive to location 1. This room is full of Items and 
Capsules! Get them all, and then go back to location 4 to return 
to Desa's surface. 

Drive North and into the 
building on the left. This woman will 
tell you the locations of three Items! 
Then drive to the next building and 
you'll have the option of going to 
another planet. Since you're done 
here, you should go! 

Select the planet Monoa. The 
— Tank will convert into an Air Ship 

Der Ship: and take off! Of course, your ai 
there won't be very easy. The only gZ 
attacking aliens that are difficult to 
beat are the ones that attack from 
behind you. Fly to one side and let 
their formation break up, then fire! 

Soon, you'll reach... 


d 
i 
i 


Monoa, The Forest Planet 


From the start, drive Northeast 
until you reach a wall. Blast 
through it and drive North. 
Blast through another wall and 
go North. This building 
contains the Hover Unit! 

Go straight North after you 
leave the building and into the 


cave. What lurks in here? Nothing | 
except for an eyeball creature! 
With powerful Lasers, it won't be 
a problem; with weak Lasers, it 
may get a hit or two in. Drive 
North until you reach the exit. 
Back to the surface! Head |2 
North and blast through the two & 
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walls. You can’t miss the building; don’t 
miss it or you won't get a shield recharge! 
The next cave is just Northwest of this 
building. 

You start at location 5 on the map. Drive 
to location 3 and destroy the map-holding 
robot. You'll also destroy an Energy Core, of 
course. Now head on up to location 2. This 
is the Life Core, and it is tough! Let it emerge from the sand, and 
then start shooting it. When it goes back under, wait for it to re- 
emerge. It will take a lot of shots; be patient! 


A rj - 
to destroy another Life Core. 


Time 


Once it's destroyed, you'll 
be back on the planet surface. 
Drive West and go into the 
building. This time, head for 
Gadam. Most of the aliens in 
this space-lane are easy to 
destroy, except for one that 
forms at the top of the screen. 
Dodge its fire carefully. 

Soon, you'll see the comforting sight of... 


Gadam, The Mining Planet 


Head North and West until you 
reach the building. These spider 
aliens are tough to kill; shoot the 
ones in the middle first and you can 
sometimes avoid the fire of the 
ones on the outside. The woman 
inside the building will tell you to 
go into the cave. Not yet, though! 
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Make tracks to the South. 
Drive past the hole and you'll 
reach a building. Enter it and 
obtain the Shield Unit! Now 
leave the building. Go North 
and you'll find two black 
bands (called Damage Zones) 
in the road. Drive past them 
and enter the building. Here's 
a Guardian! 


Fight this scorpion by moving in front of it when it's at the top 
of the screen, then dodge to the side when it comes down. This 
way, you will avoid all of its bullets while pumping it full of 
Laser! Destroy the creature and you can almost enter the cave. 


From here, drive South past the Damage Zones and then 
travel East. andy going until you reach another building! The 
: TTT] person inside this one tells you about the 
Shield Unit and Damage Zones. From 
here, go South. This building contains the 
| second Guardian! 
xj Kill it and then head North again. 
*4 Keep going until you reach some lightly- 
“| colored areas. Don't drive on these; they 
= | are sinkholes that will spin the Tank 
—| wildly! Keep going North until you reach 

Sinkholes! a building. Recharge your shields inside. 

Leave the building and drive East. Fall 
into the hole! Drive North and go through the 
now-open door to position 5 on the map (the 
door was closed until you killed both 
Guardians). 

Inside this maze, you may find a tough 
little demon creature. Use your dodge-and- 
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E E shoot technique to kill it, but 


E 2 = JE don't get hit! Drive to 
i F location 2 to shoot the map- 
E robot. From here, drive to 
£c MEER location 1 to face the Life 
m 4 3 3 * Core! This one is very 
TEE (n similar to the Core on Desa, 
ae || so use the same technique to 
Y destroy it! 


The road you come out on will lead 
to the building that lets you travel 
between planets. Set your coordinates for 
the planet Aquel and you'll be flying! 

The aliens will attack in streams and 
waves. The streams are easy to destroy, 
but the waves are pretty tough! Try EE 
weaving from left to right on the screen Waves are tough! 
to get them all. 

Finally, the Air Ship will revert to the CosmoTank, and 
you'll land on... 


Aquel, The Water Planet 


Hover directly North to the building 
and a friendly reminder about the 
Hover Unit. From here, drive East 
(and just a bit North) until you find a 
diamond-shaped island with a 
building. Inside, you'll be told about 
the Pulse Unit factory! 

If you drive directly Northeast 
from this building, you'll reach the 
factory. Along the way, you should be 


ENEH 


Watch those claws! 
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attacked by a tough alien wave. Spin and fire to connect with all 
of the aliens. Enter the building. 

Another Guardian? This one is different! When it comes to 
the bottom of the screen, its claws will shoot off like boomerangs 
and track you down. When it’s at the top of the screen, fire 
away. When it comes to the bottom, dodge to one side. Keep 
moving so that the claws don’t hit you! Win this battle and 
you'll be equipped with the Pulse Unit. 

Drive West to reach a building where you can recharge the 
shields. You should need it by now! Then return to the 
Southeast, until you find a hole. Drive into the hole and take the 
plunge! 

Drive South, turn East, and 
turn North at the intersection. 
Inside this door is a robot that 
normally gives you the map. This 
time, a round pod will appear 
after you destroy the robot. Shoot 
it and you'll free a person! Listen 
to what he tells you. 

From here, go South, East and 
North again to reach another door. Inside this one is a robot. 
Destroy it and go South, East and North a 
final time. After you destroy this robot, 
keep going South until you find the door 
going out. 

You've got a long drive to the 
Northwest until you reach a building. Just 
Northwest of the building is a cave. Go 
inside. You start off at location 5 on the map. Drive to location 4 
and destroy the map-robot. 


2n á á = iii Se 
Drive to location 2 and you'll face the Life Core! At first, 
concentrate your fire on the two cannon-pods. When you've 


destroyed them both, go for the body of the creature! 
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Drive East from your planet location and fly to the final 
planet, DN-1! This space flight is very similar to the one 
between Monoa and Gadam, and it shouldn’t be a problem; 
you're an experienced space pilot by now! Here comes... 


DN-1, The Living Planet 

= =| Follow the road North and go into 
the building for a helpful message, 
even if you knew it already! Then fall 
into the hole Northwest of the 
building. This is a pretty easy drive; 
just go North until you reach an 
intersection, then turn West and 
drive out the door! 

Drive North; watch out for the 
: : return of the flashing mines! Enter 

Flashing Mines. the building for a shield recharge. 
Then finish off this drive by zooming North and going into the 
hole. Here's another easy trip; go North, turn East, drive and go 
North again. 

Enter that building above you. 
You'll have to rescue the operator. 
Drive North and you'll find the hole 
with the maze where she's being held! 

Drive up to location 3 and destroy 
the map-robot. Then go to location 2. 
Here's the toughest Boss yet! Start out 
by shooting the pods on either side of him. Keep doing this until 
they stop reappearing. Then aim for his head. Dodge his 
hovering cannon by moving sharply back and forth. 


Shoot the pods on either side of this guy. Then, when they sto 
appearing, blast him in the head. Be ready to dodge from side to 
side so he doesn't get you with his cannon. 
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If you shoot the cannon, the 
pods will reappear, so don’t. Keep 
concentrating on the robot and 
you'll be victorious! A round pod 
will appear. Open it and you'll get 
the Sensor Unit! Now you'll notice 
a new planet on the Planet Screen. 

Drive East and into the 
building. Get yourself a one-way 
— ma ticket to the final destination, 

| Gidoro! The aliens on this trip will 
be the toughest yet; the ones to 
watch for are the four-direction 
waves. Shoot the two ahead of 
you, and then back up to shoot the 
bottom ones. 

Finally, the fortress will come 
into view. But you won't be 
landing yet! You'll have to weaken 
Four-way attack. its defenses! 


Et = 2 di Aer rud 
Zoom down and stay at an angle to the fortress. Charge up the 
Laser and zap the fortress when it's shooting diagonally. Then 
zip back out before it starts shooting vertically again. It will 
take a lot of shots before you can board... 


Gidoro, The Enemy Fortress 


Follow the yellow-steel road to the North. Go into the building, 
and then fall down the hole. You might expect a maze, but it's 
not too bad. From the start, go West, then North, then East. 
Make sure you turn South at the intersection! From here, the 
path will wind in one direction to a door. Go inside to fight the 
Life Core from Desa! 
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Once you beat it, go back 
to the intersection and turn 
East. Go through the door and 
you'll be back outside! Drive 
East quickly! Don't stop to 
shoot the missiles behind you; 
they'll just keep coming and 
ultimately destroy you! Pass 
the first hole you see and go 
into the second. 


Inside here, you'll meet a 
very tough monster carrying a 
bomb! When you destroy the 
monster, the bomb will drop. 
You have to quickly move the 
sight downward to shoot the 
bomb before it hits the 
ground! If you can hit the 
monster and the bomb at the 
same time, you'll save yourself 
lots of trouble! 

Take a not-so-leisurely drive North, then East until you 
reach an intersection. Turn North and the road will lead to 
another door—this time, it's the centipede Life Core! Feed it 
some not-so-tasty Laser and destroy it. Then drive East and 
South, through the intersection. Turn East and go through the 
door. Remember this Life Core? Well, it remembers you! Kill it 
and end this reunion before it gets deadly. 

You're done in this maze, so leave it by going West, North to 
the intersection, and East. The path will lead you back outside. 
Put the pedal to the metal and rev North. Enter the buildings 
you find. The second one will contain a Guardian. Kill it to 
replenish your shields. 


Drive North and into the hole. This 
is the final maze! You'll start at location 
3. Drive North to location 1 and toast 
the map-robot. Go down to location 4 
and destroy the Boss. Then wheel on 
over to location 5. This is the Mad 
Professor! Nice haircut! 

Once he's done talking, you'll go 
up against Gregor. Destroy him and 
you'll make the universe our territory. 
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Lose, and humanity is doomed to extinction. Can you feel the 
pressure? if you do, see The Secrets! 


SHH... THE SECRETS 
How do I defeat Gregor? 


He's too well-armed at first, so blow his arms off! Shoot the 
extensions on the left and right sides of Gregor. Now he's more 
vulnerable. Set your sights for his head capsule and fire at it. 
Once it's destroyed, aim for his glowing chest. Fire away and be 
a universal hero! 
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Double Dragon 


Distributor: Tradewest 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Billy and Jimmy Lee grew up on the wrong side of town. They 
learned martial arts as a way to survive. And they also decided 
to use these skills—Billy for good, Jimmy for evil! 

Now Billy’s girlfriend, Marian, has been kidnaped by the 
Shadow Warriors, Jimmy’s gang. Billy has to fight through the 
gang, one by one, until he reaches the ultimate 
struggle—brother against brother! 


WHO ARE YOU? 


Billy Lee. In the two-player game, one player is Billy and one 
player is Jimmy. 


PLAYERS 

There are both a one-player mode (where the goal is rescue 
Marian) and a two-player mode (which is just a one-on-one 
karate battle). The two-player mode requires two Game Boys,. 
two Double Dragon cartridges, and the Video Link. 
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SCORING 

Kick, punch, and maim your way through the Shadow Warriors 
to score points. The tougher enemies are worth bigger points. 
You also receive a bonus for finishing each Mission. 


LIVES AND HOW TO LOSE THEM 

You start your quest with three lives. Each life has a Life Gauge. 
As you're pummeled with punches and creamed with kicks, the 
Gauge shrinks. If the Gauge disappears, you're dead. You'll die 
instantly if you fall into a pit or crevice, no matter how much 
energy you have. You can earn an extra man at 20,000 points. 


CONTINUES 
None at all. Your skill has to get you through all four Missions. 


CONTROLS 


Direction Kick, Hair Pull Kick, 


Pad : or Low Kick 
} 


Jump Kick 


: F Punch, 
Select : -~ ~ Uppercut, 
from menu a d or 
P Over the 
shoulder 
throw 


Pause 


WEAPONS 
Billy knows nine devastating maneuvers. Try them all! 


The Elbow Punch is used on people approaching you 
from behind. 

The Hair-Pull Kick smashes your knee into your 
opponent's face. Don't try this at home! 
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The Jump Kick lets you catch air and dish out punishment 
at the same time! 

The Kick is a generic foot to the face. Execute several in a 
row to weaken your opponent. 

The Low Kick is used on a squatting foe. 

The Over-Shoulder Throw tosses your enemy by the hair! 
The Punch will start to reel your opponent. Hit him with 
several and he’ll squat from the pain. 

The Spin Kick is a finish to a flurry of Kicks. 

The Uppercut is a nice finish to a series of Punches. 


There are also items that Billy’s opponents will be armed with. If 
Billy knocks an armed opponent down, he can grab the weapon 
dropped and use it himself! Unfortunately, these weapon last for 
only a short while. 


The Bat can be swung quickly. 

The Box is lightweight, but will still knock your foes silly. 
Dynamite is too hot to handle! 

The Knife is a sharp missile weapon. 

Oil Drums are five gallons of flying metal. 

Rocks aren't rolled here—they're thrown! 

Whips let you lash out at the enemy! 


SPECIAL ITEMS 


None. Marian's Special, but she's not an Item! 


FRIENDS 


You haven't spoken with Jimmy in quite some time, and you 
won't be speaking with him ever again after what he's done! 


ENEMIES 


Besides Jimmy himself, there are six types of Warriors. 


Abobos are huge, muscular, and as dumb as they come! 
Chintais leap and kick as they fight. 

Lindas want to whip you into the ground! 

Lopars aren't good at hand-to-hand combat, so they attack 
by throwing things! 

Williams swings a mean bat! 

Willy's very proud of his submachine-gun. He'd like to 
show it to you—especially the bullets! 
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STRATEGY SESSION 
General Strategies 


Advance slowly. Sometimes you can avoid being attacked by 
hordes of enemies if you just move slowly forward. If you rush 
foolishly ahead, you'll likely find yourself surrounded. 

If you aren’t horizontally aligned with your enemy, he can’t 
hit you. So keep weaving up and down to keep your stronger 
enemies off balance. 

Try different techniques when you're in doubt about what 
will work. 

Most of all, practice your techniques. You must learn to 
master all the moves if you hope to succeed. Practice. Practice. 
Practice! 


Mission 1: The Slums 


This is where you get your training. 
Practice all your moves and learn to 
deliver the powerful uppercuts and 
kicks that will take out the later 
enemies. These first guys may be 


pushovers, but that won't last forever. Lindas. 

On the second screen, you can get the club. Just whack the 
guy holding it and take it. Now you're playing with power, as 
they say. 


You'll come to a double door. 
Walk all the way to the right, then use 
the club to take care of the Lindas. 
Once that's taken care of, continue to 
the right and fight your way forward. 
You'll be attacked by two Lopars with 
a barrel. Use the barrel on them. 


Once you get past the Lopars, find the double doors ahead 
and beat three Lindas to get them to open. 

Inside the doors, you're attacked instantly but you'll make 
short work of these guys. Throw them over the side for a quick 
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victory! Then walk to the right and you encounter two more 
Lopars—this time with a box. Get to the right side of the screen 
with the box in hand, and you can rid yourself of two Lopars at 
once. 

Now comes your first real test of fighting ability. Enter the 
doorway to meet with Abobo. The secret to fighting this guy is 
to move from side to side and not give him an easy target. Once 
you get him, keep punching and finish off with an uppercut. 
Knock him down twice and he’s a r 
bummed Abobo (and you're through 
Mission 1). 


Mission 2: The Industrial Area 


Walk to the 
right and 
fight all comers. Climb the first ladder 
at the end of the platform, and then be 
ready. Two Lindas will come from the 
doorway there. Don’t try to climb the 
second ladder until you’ve taken care 
of them. Toss them over the edge if you want to see the last of 
them. You don’t really need the whip. Your over-the-shoulder 
throw is all you need. 

The conveyors aren't too 
hard to handle. Just keep in 
mind that the first one moves 
forward and the second one 
moves back. Climb the ladder 
at the end of the second 
conveyor. Then work your 
way to the right. Once again, 


two Lindas will appear from 


i A = : d the doorway. Once you taken 


care of them (and"the guys 
before them, of course), walk 
to the right and take the 
elevator down. 

Watch out for the first guy 
you meet here. He'll throw 
dynamite at you. Jump kick 
him as soon as you see him and the dynamite will miss. Keep 
going right, then up three ladders, taking care of business along 
the way. At the top you'll meet some more Lindas, but they'll 


Sh REIS 


pter 
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succumb to your superior technique. Try punching once, then 
following with a Spin Kick—a devastating combination! 


Now you'll meet your first Chintai. 
Watch out for his somersault kick. It 
can take you by surprise. Don’t stay 
lined up with him when he’s 
approaching. The Chintai is tough. 
i You'll need to knock him down four 
times, and 1 your shoulder throw doesn't work very well. On the 
other hand, the Spin Kick is effective here. 


Mission 3: The Forest 


Move slowly to the right, fighting the Lopars and Williams 
along the doe At the brider, be careful you don’t get kicked 

7 : into the drink by the Linda on the 
other side. Dodge her attack, then 
throw give her a swimming lesson. 
What? Can’t swim? No problem. 
Take care of her friend the same 
way and you're on your way. Beat 
some more Williams and rock- 
toting Lopars, and you'll meet a 
aane of Lindas. If you've mastered the Spin Kick, you'll know 
how to treat them. 

After a few more Lopars, you'll meet another Abobo. See 
how well you can do with him, and if you have problems, check 
The Secrets at the end of the chapter. 

Once you've passed Abobo, walk 
right and jump off the cliff. You'll land 
safely on a bridge below—that is if you 
call fighting a pair of lightning-fast 
Chintais safe. Whatever you do, don't let 
them surround you. And watch out. One 


67 


Nintendo Game Boy Secrets 


of them has a knife, but he won’t necessarily throw it right away. 
Be careful and don’t let them get lined up on you. 

If you can beat the Chintais, you'll climb up the rock face 
next. Keep going right until you reach the double doors. Fight 
off the Lopars and... Oh no! Another Abobo. Knock him down 
four times and you're on to the next phase. You'll get recharged 
here, even though you're technically still in Mission 3. 

Immediately Jump Kick the Lopar with the rock. Now use it 
on the Lopars and the Williams who come next. Then follow abe 
hand to the right. 7 7 

Here’s a trick to handle those nasty 
falling stalactites. When you see them start 
to fall, walk backward a few steps. There’s 
often a second one just behind the first. 
Walking back a few steps makes them 
both miss. Then you can proceed with a 
clear conscience and no holes in your 
WES NE head. The rolling boulder is even 
easier. Wait until it almost reaches 
you and then jump over it. The 
second boulder is even easier. 
Quickly jump down the big "steps" 
and stand next to the bottom one. 
The boulder will pass harmlessly 

I over you. 
The moving platforms are p 
easy if you're timing is good. 
Stand in the middle of each 
platform, take a couple of steps 
forward, and jump just as they 
are coming together—when 
they are still moving toward 
each other. You should be able 
to jump from one to the other in a smooth rhythm. 

These Lopars aren't much of a problem, but you ‘Il want to 
take care of them cuba because the ground you’re standing on 

7 is beginning to disappear. After the 
Lopars, there’s another Abobo. This 
time, jump past Abobo and try to 
get on the right side of him. Even if 
you take a little damage, it’s worth 
it. Now you can knock him over the 
edge (if he doesn’t get you first). 
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Once you've beaten Abobo, you're on to... 


Mission 4: The Hideout of the Boss 


There’s not much to say at 
first. Keep going right and 
upward until you find a few 
loitering Lindas. Give ‘em the 
heave ho and the head to the 
left. Keep going upward as 
best you can, and you'll 
eventually make it to a row of 
doorways. Yes, that's right. Someone is going to come out of the 
doorways and attack you. Take care of all of them and you'll 
continue to the upper level of the hideout. 

After a few Lindas try to soften you up, you'll meet a pair of 
Chintais who appear from the big double doors. They're nasty 
as usual. Stick and move... that's the way to beat them. Don't let 
them get a clean shot. When the Chintais are all tied up, enter 
the doorway. You'll be recharged and ready for the next phase. 

Look out! That Williams will throw a knife at you as soon as 
you appear. Dodge it and then take care of the Williams. On to 
the right, you'll encounter some mean Lindas in front of the 
skull doors. Then some Lopars 
will lope in. Use the whip on 
them if you want. The whip 
also works on the Abobo who 
follows. Just don't get careless. 
Keep up the whip action and 
don't stand around admiring 
your work, or you'l be 
whipless soon enough. 


Next you'll come to the 
killer bricks. They come sliding 
out of the wall at you, so you'll 
need good timing. You should 
be able to walk past the first set 
quickly without getting hit. 
The second set of bricks is 
trickier. Wait until the bottom 
left brick has come out and gone all the way in twice before 
jumping over the gap. Then proceed quickly past the bricks. 

The Williams behind you carries dynamite. If you can get 
him to drop it, pick it up quickly and throw it at one of the other 
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ones. Then take care of the rest and head right. After a battle 
with three Chintais, you'll meet Willy. See The Secrets if you 
want to know more about him. 


SHH... THE SECRETS 
How do I beat the second Abobo (the one in Mission 3)? 


See that place where the platform juts out? Stand there 

him closer and closer. If your position is just right, you can dart 

over when he's standing just in front of you and to your left, hit 
him a few times, and knock him over the edge. Simple. 


How do I beat Willy? 


Willy is like the other enemies in one respect: You don't want to 
stand in front of him. His machine gun will wipe you out. So 
move side-to-side until you can get close to him. Then use your 
ninja-like moves to show him who's boss. Beat Willy and the 
fair Marian is yours once again. 
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Dragon’s Lair: 
The Legend 


Distributor: CSG Imagesoft 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Princess Daphne has been kidnaped! Her caravan was 
ambushed by the evil Mordroc, who wanted the Life Stone. This 
mystical artifact gives its wielder unlimited power and 
immortality! 

Fortunately, the Life Stone was broken into hundreds of 
pieces before Mordroc could get it. Now Dirk the Daring, 
Daphne’s boyfriend and occasional dragonslayer, has to 
reassemble the Life Stone. There are 194 pieces to collect—how 
many can you find? 


WHO ARE YOU? 


Dirk the Daring. You don’t have to swing your sword in this 
adventure, just jump a lot! 


PLAYERS 


One or two players can take up the challenge. The two-player 
mode alternates between each player on a single Game Boy. 
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SCORING 


Dirk scores 100 points for each Life Stone he gathers. Get all 194 
Stones, touch the Good Knight, and you'll win the game! 


LIVES AND HOW TO LOSE THEM 


Dirk starts with nine lives! Of course, they'll go very fast. There 
are more ways to die than to live! You can die by falling too far, 
by falling onto spikes, by falling off a moving cart, or by falling 
into water, just to name a few ways. 

Mordroc has made the quest even more difficult, because 
Dirk can't win any extra lives! Be very careful with each 
one—although you should be careful anyway! 


CONTINUES 


None. After Dirk dies, you're told how many Stones he 
collected. Go for more in the next game! 


CONTROLS 


Direction 
Pad 


Jump 


With A 
or B for 


Large Quit — ; || i Jump 
Jump r 


WEAPONS 


Dirk is unarmed. He needs to use fancy footwork to gather up 
the Stones. Most of the obstacles will require that you jump over 
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them. Dirk has got both a regular jump and a large jump. Just be 
sure to look before you leap! 


SPECIAL ITEMS 


The Life Stones are the only Items you can find in the game. You 
couldn’t waste any time looking for power-ups anyway, even if 
there were some! 


FRIENDS 


Your friend is the Good Knight. He's a HUGE man who is in a 
zombie-like trance because of Mordroc’s evil. Only with the 
completed Life Stone can you revive him. With his help, you 
may be able to defeat Mordroc. Look for the Good Knight across 
the mountain range—but only when you have all the pieces of 
the Life Stone! 


ENEMIES 


There are lots of creatures you'll meet during your travels, but 
none of them are hostile. They're not friendly, either. You can 
use them to ride from one location to another; they don't mind! 


STRATEGY SESSION 
General Strategies 


Before you take a running jump into a new screen, make sure 
you know what's on that screen first. Taking a flying leap onto a 
sharp stake won't get you any closer to saving Daphne. 

Get a feel for how Dirk interacts with the background. For 
example, he can't walk through most structures, but he can stroll 
through a tree without problems. 

If you take a long plunge, you will usually die. If you grab a 
Life Stone on the way down, you may just survive! 

Some spikes will kill you instantly. Others will only damage 
you, but prolonged exposure to them produces an undesirable 
result—death. When the screen starts to flash like crazy, you are 
standing on the second variety of spikes. Get off them quickly, 
before Dirk dies! 

If you have an exceptionally hard time in one area, 
remember, you can move quickly cross-country to return to that 
area if you have to start the game over. Just ignore the Stones 
and go back to the part that gave you trouble. Once you've 
mastered that section, you can worry about all the other Stones 
you skipped. 
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A Matter of Life Stones and Death: 


Collecting the Fragments 


You'll figure out how to collect a lot of the Stones easily enough. 
But there are some Fragments in tricky places. And of course, 
finding your way around is tough! This guide will help you a 
lot. Of course, there are some things you'll still need to figure 
out on your own. That's why you're Daring, not Droll! 


The Outer Forest 


Most of the Stones in this 
section of the World have 
to be gathered by riding 
on circular formations of 
objects, like platforms and 
insects! These formations 
will hold you if you hitch 
a ride. The trick is getting 
onto them! Try falling 
onto them from above, | dd 
instead of leaping at them Ridi 
from below. 

When you leap off of a moving object to grab a Stone, make 
sure you leap from the front end of the object. If you don't, 
you'll miss the object on the way down and take a nasty fall! 

—.— RH JR REC) Since the Forest is the 
i H beginning of the quest, 
you have to decide which 
direction to go in! Go left 
first, and drop down the 
hole at the lower-left. This 
will take you to the Troll 
Mines. You'll come back 
later and head right, 
where you will eventually 
reach the Knight himself! 


oo oe 


ng a "circle." 


The Troll Village 


Here in the Village, you'll need to use 
small creatures to keep off small—and 
deadly—spikes! Walk onto them very [& 
carefully. Collect the other Stones by E 
riding the circles. 
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The Troll Mines 


You'll gather most of the 
Stones when you're riding 
the mine cart to the right. 
There are several Stones to 
skip this first time through: 
the Stone just past the first 
moving gear; the Stone just 
after the first dip in the 
track; the Stone just after 
$&*| the second dip (dips and 
3 E: 4 Dirk don't mix); the Stone 
just before the second moving gear; and the Stone next to the 
lantern. These should all be snagged when you're heading back 
to the left. 

When you reach the end of the track, watch out for the 
spike! Time your leap over it. 


On this side of the Mine, there 
is a new object to work with; 
the flashing platform. Watch 

out for the spiked balls that are 


around the platforms; they're 
just as deadly as larger spikes! 


When you go as far right as two huge trees, you've reached 
the end of this area. Head back to the left and ride back through 
the Mine. Work your way back up to the Outer Forest. Walk to 
the right until you reach... 


The Valley of the 
Sphinx 
Another mine cart! This 
time, a spike guards it. 
Watch out when you leap 
onto it! 

Before you start riding 
the cart, grab the Stones 
above it, by the Sphinx. The 
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cart will roll off the screen. 
What now? Go back to the 
left, just into the Outer 
Forest, and then return. The 
cart will be back! 

Unlike the Troll Mines, 
you can grab every Stone as 
you roll to the right. You 
may not want to try to grab 
them all on a single trip, 
though; this takes lots of 


roll you off, so only stay on 
it for a moment. The spike 
won't hurt you, so stand on 
it to collect the few Stones 
in its flight path. Watch out 
for the pool below the 
wheel—it's fatal! Walk right 
and you'l be at the 
entrance to... 


The Dungeons 
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rapid jumping. Take your 
time; as long as you stay on 
the cart, it will roll back and 
forth. Ride the rails until 
you've got all the Stones, 
then get off on the right- 
side stop. 

The wheel and the 
spike going around it may 
look very dangerous, but 
they're not. The wheel can 


There are lots of moving 
platforms, including floating 
skulls! The first objective is 
to get above the entrance to 
get the Stones up there. 
First, though, you have to 
walk into the Dungeon and 
use the skulls to ride up to 
the top of the Dungeon. 
Then work to the left and 


Dragon's Lair: The Legend 


you'll get back outside! Gather Stones and go back into the 
dreary depths. 
The next bunch of Stones 
are hang precariously above a 
spiky slope. Don't approach 
them from the left. Walk past 
them and use the skull to walk 
up to the top. Walk left and 
you'll start sliding down the 
first slope! Leap soon enough 
to get the Stone, but late L 
enough to avoid the spikes! Keep slide-jumping all the way 
dows Famine is evening here. 
F Walk to the right to ride some 
more flashing platforms. Watch out 
for the hot torches on the wall! Leap 
over them unless you want to get 
burned—literally! Now you'll enter... 


The Cells 


A few of the Stones are placed 
right in the middle of some 
spikes! To get these, you'll 
have to take some damage. 
Don’t hang out down there; 
leap up to the moving platform 
as soon as you can! 

Once you're done in this 
Cell, climb up the stairs in the 


upper-right corner to the next 
floor. Use the huge flashing 
platform to walk across the 
spikes. You may need to jump 
quite a few times to grab the 
solitary Stone. 


Soon, you'll come to 
another mine cart! This ride 
will be a long one! Get on the 
front of the cart and you'll get a 
few Stones you'd have to leap 
for otherwise. Once again, there 
are some Stones you shouldn't 
leap for going in this direction. 


77 


Nintendo Game Boy Secrets 


Avoid the Stone next to the 
moving shield, and the Stone 
next to the moving pipe. Snag 
these two later, as you ride to 
the right. You should leave the 
Stone at the left end of this 
track until you’ve got all the 
others. Jumping into the tunnel 
is difficult! i 

Leap off the cart and walk to the left. Get out of here and 
into... 


The Cemetery 

m Once again, there will be lots of 
circles to ride. First, it will be a 
formation of leaves; then bats 
(yuck); then, when you see the 
Cemetery sign, you'll get to 
ride ghosts! Use the tall trees 
along with the ghosts to 
prevent fatal falls. 


When you reach a screen with 
a rather large man sitting 
down, do NOT fall into the 
water at the bottom of the 
screen! If you do, you'll 
plummet into the Outer 
Forest. That means you'll have 
to come all the way back here. 
Watch out! 


When you finish collecting 
all the Stones here, leap up to 
the ledge next to the source of 
the waterfall. Leap up and 
right to enter... 


The Petrified Forest 


There are some very scary-looking trees to climb; they'll help you 
get to a few Stones. Just don't get spooked and fall off! And don't 
believe the sign; turn back now and you'll never find the Knight. 
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Getting across the next 
group of spikes is pretty tough. 
The ghosts move fast, and 
leaping from one to another is 
very tricky. Jump when the 
ghost you're on is in the 
middle of the screen, about to 
turn left, and the other ghost is 


at the right edge of the screen, 
about to turn as well. You may 
lose some lives here, but just 
keep working on the timing. 

On the next screen, don't 
fall into the pit below the 
moving mass of skulls, or 
you'll fall back to the 
Cemetery. Make it to the right 
and you'll enter... 


The Crypt 


The first thing to do in the 
Crypt is to go to the bottom of 
the screen and start walking to 
the right. This narrow corridor 

leads a long way to the right, 

into a room with a single Stone 

to collect! The spikes in the 
room aren't fatal, so just get in 

w Lis and out. 

Once you exit the corridor, leap up to the rolling ball. Don't jump 
onto the tracks that the ball rolls on; they'll cause the screen to 
flash and Dirk to weaken! Grab all the Stones (while rolling) and 
leap off the ball when it's in the upper-right corner of the screen. 
Now you'll be on the shore of... 
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The Lake of the Dead 


Riding across this lake is 
fairly simple. Be cautious 
when you jump, and ride the 
moving platforms across. On 
the right side of the Lake, 
use the spinning circle to 
leap up to the clouds. You 
can walk on them! Talk 
: & about feeling lightheaded! 
When you reach the bird, jump onto it and get ready for the 
ride of your life! You'll start soaring over.. 


The Evil Mountain 


Ride the Bird like the carts. 
Stay on the front end and 
jump only when you need to. 
You'll get a lot of the Stones 
just by standing there. Take 
your time. 

Eventually, the Bird will 
veaeh the Knight! Get ton and 


grab the last few 
Stones. Leap up to the 
Knight and he will be 
revived! Congratula- 
tions, Dirk! The fight 
against Mordroc is 
about to begin... But 
believe it or not, that’s 
another story. 


SHH... THE SECRETS 


Sorry. Mordroc’s evil has prevented any type of cheat mode 
from manifesting. Practice, practice, practice! And to get more 
practice, play a two-player game by yourself. 
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DuckTales 


Distributor: CapCom 
Game Type: Arcade Adventure 


WHAT'S GOING ON? 


Scrooge McDuck is the world's richest duck! He'll take anything 
worth anything! So imagine his surprise when he learned of five 
priceless tredsures that he didn't have! 

Now Scrooge is off to find the treasures by exploring five 
faraway lands. He'll have lots of help from his nephews Huey, 
Dewey, Louie and niece Webby—but you'll be the most 
important helper of all! 


WHO ARE YOU? 


Scrooge McDuck. No one can hop around on a cane like you 
can—especially since you've got a pogo-cane! 


PLAYERS 


DuckTales is for one player only. 


SCORING 


Scrooge will find lots of treasures on his travels. Each treasure 
he finds adds to his dollar count. The problem is, Scrooge 
doesn't get to keep the money he earns until he has the treasures 
safely in his bank accounts! 
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At one point in each of the five lands you'll explore, you'll 
find Launchpad, a crazy pilot who will take Scrooge back to his 
Bank. When you go to the Bank, your money will be transferred 
into your account and you'll get to choose another land to 
explore. 


LIVES AND HOW TO LOSE THEM 


Even though he's fabulously wealthy, Scrooge can only afford 
three lives. Each life has three Hit Points. Depending on the 
difficulty level you chose, you'll lose a Hit Point after being hit 
twice (Easy), or once (Normal and Difficult). Lose all your Hit 
Points and you lose a life. 

Scrooge can gain extra lives by finding Scrooge Dolls, just 
one of the plethora of Special Items you'll find. 


CONTINUES 
Nope. Scrooge is too stingy to pay for any! 


CONTROLS 


Direction Swing Cane 


| Button A, then 
d B for Pogo Jump 


wf i 


Select from 
Menu 


b 


J um p 


WEAPONS 

Scrooge's weapon is the pogo-cane he uses to get around. By 
jumping on top of his enemies, he'll knock them out! He can 
also swing the cane to open items that contain treasure inside or 
to knock boulders and blocks into his enemies. 
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SPECIAL ITEMS 


The five lands Scrooge has to explore contain all sorts of goodies 
that he doesn’t have—but will have! 


Cake fully restores Scrooge’s Hit Points. 

Diamonds add to Scrooge’s bank account. Small 
Diamonds are worth $2,000, Large ones $10,000. 

Ice Cream gives Scrooge a Hit Point back. 

The Magic Coin will make Scrooge untouchable for 
awhile. 

The Remote Controller will call Gizmo-Duck to the Moon 
to help you. 

The Scrooge Doll is worth a free life! 

The Skeleton Key must be found to enter the African 
Mines. 

Transport Mirrors zap you from room to room in 
Transylvania. 

The UFO Key will be needed to get through the UFO. 


FRIENDS 
Uncle Scrooge has got a lot of help—and he'll need it! 


Bubba Duck gives Scrooge a special treasure. 
Gizmo-Duck is a robot that will help Scrooge on the 
Moon. 

Huey, Dewey, Louie and Webby will give “Unca” Scrooge 
advice. 

Launchpad will take Scrooge back to his bank, and will 
give him rides across some obstacles. 

Mrs. Beakly will give Scrooge food to fill his beak! 


ENEMIES 


To find the Treasure of each land, you have to explore it 
completely. Then the Boss will appear. Defeat him for the real 
Treasure! 


The Amazon is filled with the ruins of the Incan Empire. 
Look for the Sceptre of the Incan King! Don't let Boss Idol 
throw his weight around—on you! 

Transylvania is spooky and scary—but you'll need to 
search every inch of it for the Coin of the Lost Realm! 
Beware of Magica Despell. She casts her hex on anyone 
trying to get it. 
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The African Mines are locked; you'll need the Skeleton 
Key to get inside and find the Giant Diamond of Inner- 
Earth. This time it's Boss Bat who's in a flap. 

The Himalayas are cold and icy. Don't slip up and you'll 
find the Lost Crown of Genghis Khan. Don't be snowed 
by the Abominable Snowman. 

The Moon is a cosmic thing! Search between the craters for 
the Green Cheese of Longevity. Perhaps you're about to 
steal Boss Rat's dinner. He doesn't act pleased. 


If you find all the treasures, you'll enter the Final Battle! Can 
you defeat Count Duckula himself? 


STRATEGY SESSION 
General Strategies 


Hit everything with your cane to uncover hidden treasures. Hop 
all over the place to make hidden chests appear. You can never 
be too rich—or too thorough! 

It's up to you whether or not to take a ride with Launchpad 
back to Duckburg. Even if you have a lot of money, remember 
that you'll need to fight all the way back to where you were 
when you left—and even further than that! If you think you can 
do it, give it a try. 


The Amazon 


This is the first territory, and it's 
the first place you should 
explore. You'll drop down next 
to a tree stump. Hit it with your 
cane from the side (don't jump 
on it) and it will cough up three 
$10,000 diamonds! Not bad! 
Make sure you hit all the Whack the stumps. 
stumps for more dollars. 

Run to the right and you'll be attacked by a nasty gorilla! 
Pogo-Jump him from above and move right to bop the next one. 
You can jump from the gorilla up to the chest with good timing. 
This technique will come in handy for a lot of chests that are 
otherwise too high to open. 

The chasm is lined with spikes; start Pogo-Jumping before 
you try to cross it. Move up to the left edge and then leap across. 
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Keep hopping until you've cleared the spikes. Whack the white 
bricks with your cane to open them up. None of these are 
holding anything, but some of the bricks you come across later 
will be. Be sure to hit them all. 

To pass the snake, leap above it when it coils down. Just past 
it is a vine leading underground. Climb down. 


Here’s a jump sequence that 
will pay off. Hop to the right 


from the rock to the chest, and 
then hop right again. You'll go 
over the seemingly solid wall 
into a hidden room! To get the 
chest on top of the pillar, hop 
from the chest on the left side 
of the pillar. 
When you're done treasure- 
hunting, jump back over the 
wall and go to the left. If you keep going to the left, you'll 
eventually come to another “wall” that you can jump over. It’s a 
dangerous trip, though, and one that can cost you Hit Points. You 
may want to play it safe and climb back to the surface. 


Start going to the right again. There are several vines just 
past the snake; climb the one farthest to the left. There are two 
chests to grab. Go back down and head right until you reach a 
sign pointing up. Jump onto the vine and climb! 

That chest to the right can’t be jumped to unless you hop to 
it by hopping off a passing bee. Try it (or don’t) and resume 
your climbing. At the top, grab the two chests and move to the 
left. These jumps are tough; use your feet instead of your cane to 
leap them. You'll land on a pillar with nowhere to jump. 

Here comes Launchpad! Leap up and grab a hold of the 
rope below his helicopter. Let him fly across to some bricks, and 
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then jump off. The next two ESL E 4 20600% 
jumps you do will have to be Ca ese Fie 
Pogo-Jumps. Run left and across 
the falling-block bridge and 
you'll meet Launchpad again! If 
you want to fly back to Duck- 
burg, now’s the time to do it. 

Climb up the vine to the left 
of Launchpad. From here, you 
can either keep climbing and =. 
then hop left (to fad a secret 
passage) or go right. Going right 
is safer and simpler, so you 
should get off here and head 
that way. Keep going until you 
reach a ledge of spikes with a 
chest below it. The chest 
contains a Magic Coin! Take it 
and run to the right until the 
Coin wears off. After Pogo- 
Jumping a few more natives, 
you'll reach a pillar with a sign. You'll need a cool $300,000 to 
cause a vine to appear heading up. You should have that much 
money by now, though. 

Climb up and head left. Run across this collapsing bridge. 
To pass the spider, wait until it moves up, then leap across the 
chasm. Leap up and talk to a nephew; the chest behind him 
contains $50,000. 

Almost there! Hop with the cane to pass the spikes; a rock 
will come from behind you! Leap across the pit before it 
squashes you. One more passage and you'll be at the Treasure 
Keeper, Boss Idol! 
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Let the Idol hop at you once, 
then Pogo-Jump and hit him. 
Run to the other side of the 
room and wait for him to leap 
at you again. You only need to 


bop him a few times before he 


E] dies. Hit the chest that appears 


and you'll have the Sceptre of 


B the Incan King! Suddenly you'll 


Transylvania 


be back in Duckburg. 


This spooky place should be your next destination. When you 
drop down onto the screen, start moving to the right. See that 


statue? Hit it with your 
cane—but get ready to run! Its 
head will fall off its body and 
plummet toward you! Some 
other statues contain treasure, 


however, so you'll need to hit | aaas 


them all. 


Waddle or hop on up to E- 
Webby and talk to her. Huey's |- - 
been kidnaped! We have to | === 


find him! So climb up the rope 
and then move right. You'll 


7 T TE 
* : h 
m3 T = 


Bash the statue and run. 


reach another rope going down. Follow it down and you'll find 
Huey, safe and sound. He'll tell you about an illusion wall! 


Where could that be? 


Hit the bricks to the left of Huey and fall down the hole left 
behind. Move left and watch out for the bricks above you; 


Where's Scrooge? In the wall! 


they'll fall down if you get 
close. Move close to one to 
make it fall, then quickly run 
back so it doesn't hit you. 
Get past these bricks (and a 
floor of spikes) and you'll 
reach a mirror. Enter it (but 
get the hidden chests first) 
and you'll warp to a new 
location! 

This is where Webby was 
standing earlier. Climb back 
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up the rope and go right again. When you reach the rope, climb 
up instead of down. Then go to the left. When you reach a coffin 
against a wall, leap on top of the coffin and move left, through 
the wall! This is the illusion wall Huey mentioned earlier. 

Inside of this hidden room is an item that will increase 
Scrooge’s Hit Points from three to four! Leave the room when 
you're down and climb the rope next to the coffin. By the way, 
you can hit the coffins, too; this one contains a ghost unhappy at 
you disturbing his remains! 

In this statue room, there’s not too much treasure to be had. 
Run to the right and climb up the rope quickly. Go up and into 
the mine cart. Duck down as it moves, but be sure to get out 
before it falls down a pit! You'll get to ride another one; once 
again, leap before you lose a life! 

At the end of this tunnel, jump on the bricks and fall down 
the hole. Move to the left and get past the rather weird-looking 
enemy (this IS Transylvania!). Don't enter the mirror; hit the 
bricks and fall down another hole. There will be two screens to 
fall down (each with two chests) before you reach the bottom. 
Run right at the bottom, across yet another collapsing bridge 
(doesn't anyone build solid bridges?). 

Hit the bricks just past the bridge and fall down another 
hole. Run to the left; you're almost there. Duck (no jokes, please. 
Scrooge knows all the duck jokes already!) to avoid the 
attacking ghosts. When you reach an open room, get ready for 
the Treasure Keeper, Magica Despell! 


Ms. Despell turns into something that looks like a vulture, flies 
around for a while, lands, and shoots three lightning bolts! Here's 
how to fight: let her fly around, ducking her if she comes near you. 

When she lands, Pogo-Jump on her head and then move to the 
other side of the room. Jump between the bolts and then get ready 
for her to start flying again. 

Once Magica's spells are kaput and she's history, you'll have the 

Coin of the Lost Realm! 
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The African Mines 

At the start of this level, you'll be stopped at the door by one of 
your nephews. (Can you guess which one? They all look the 
same!) You need a key back in Transylvania? Here we go... 


Transylvania (again) 


Run all the way to the 
right, but don’t climb the 
rope. Leap into the mirror. 
In this room, hit the chest 
and you'll get the 
Skeleton Key! Hop into 
the mirror on the left and 
you'll be back in 
] Duckburg. Head back to... 


The African Mines (again) 


Go right and through the now-passable door. Look at these 
cross-eyed slugs! Don’t look too long, though; hop on them 
instead! When you reach a crate, hit it with the cane and it will 
give up a nice diamond! Make sure you hit all the crates in this 
level. 

Go right until you reach a chain. Climb down. Hop right 
and over the wall to find another hidden room! Grab the 
treasure and leave the room, heading left. Cross yet another one 
of these fragile bridges and 
climb down the chain (hit the 
crate against the wall first, 
though). 

At the bottom, hop left to 
get into a secret room! This one 
contains a treasure worth a 
cool million bucks! Leave the i 
room and go right until you Get the special treasures! 
come to some water. 

To get across, wait until a creature leaps from the water, then 
hop off it and over to the next ledge. You'll need to pass a few of 
these, and then get past some bats, before you reach a chain 
leading down. 

Climb all the way to the bottom and you'll see Launchpad. 
Should you go back to Duckburg? It’s up to you! Climb down 
the next chain and run left. Hitch a ride in the mine cart and 
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jump out before you reach an 
untidy ending! Keep moving 
left, pogo-jumping over the 
evil flowers. Climb up the 
chain you reach. 

Run to the right until you 
reach Mrs. Beakly. Grab a 
goodie and then run right [PT TS all o Coe 
past her, through the wall! ! 
Grab the hidden ae and go PENE Ee 
back to Beakly. Climb up the chain and go left at the top. You'll 
soon reach the Keeper, Boss Bat! 


He's not very bat-like. In fact when he attacks, he curls into a 
ball and starts rolling up the wall! Run to the left ledge and 
stand on it. When the Bat reaches the middle of the screen, he'll 
stop rolling. Pogo-jump on him and bounce to the right. He'll 
start spinning again, rolling up the wall. Hit him again, but 
bounce left this time; after being hit twice, he'll roll right instead 
of left. 

After four hits in all, this Bat will leave behind the Giant 
Diamond of Inner Earth. How nice of him! 


The Himalayas 


These snow-capped peaks aren't good for pogo-jumping. Unless 
you're pogoing an enemy, you'll just get stuck in the snow! 5o 
be careful! 

Run to the right, past the rabid rabbits and mountain goats, 
until you reach a rope. Fall down the hole below the rope and 
keep falling! Don't move Scrooge and you'll eventually land. 
When you do, start moving to the left. The icy blocks can be hit 
to open them. 

When you reach a rope, climb on down. Start heading left 
again. Look at the roof; see those icicles? They'll fall down at 


90 


DuckTales 


you when you get close. Be sure to run back from them when 
they fall. When you reach the next rope, climb up. 


The nephew will tell you that Bubba's trapped in ice! Climb up 
the rope and move right. There he is! Jump on top of the ice and 
keep pogoing until he breaks free. He'll reveal a treasure that 
gives you five Hit Points! 


Climb back down the rope and run to the right until you 
reach a rope (with four ice blocks beneath it) Climb up, move 
left, and climb up again. Quickly leap to the left and the rock 
won't squish you. Then finish the climb. 

Move left until you reach the next rope. At the top, jump 
onto the floating platform and hitch a ride to the right. Leap off 
and move to the right. Here comes the Abominable Snowman! 


The Snowman will hop twice, until he's against the wall, and 
then punch it. Snowballs will fall down at you. As he hops at 
you, bonk him from above, then hang out on the other side of the 
cave. When he punches the wall, get ready to dodge the 
snowballs. Hop on him as he hops back at you. 

Keep it up and you'll be the proud owner of the Lost Crown of 
Genghis Khan! 
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The Moon 


Hey. Where’s Scrooge’s spacesuit? There’s no air on the Moon! 
But maybe there is where Scrooge has gone. Who knows? 
Anyhow, you won't be breathing at all unless you start moving 
right. 

When you reach the cable, pogo-jump onto it and climb up. 
Move to the right first to grab the treasures, and then move left. 
Be sure to whack all these fancy computer terminals with the 
cane for goodies. 

Keep moving until you can't go left anymore; climb up the 
cable and move to the right. You'll come to another friend, who 
tells you of the UFO Key. You have to look for it. Before you do, 
though, go past the friend and walk through the wall. You'll 
find the Remote Control! Leave the hidden room and walk left 
to the cable. Climb up the cable, go right, then climb up another 
cable. Run to the left. When you reach the wall, hop over it with 
the cane. One of these chests holds the prized UFO Key! 

Leave the hidden room and run to the right. Eventually, 
you'll run outside the complex. Open the chest to the right of the 
cable leading down for a nice treasure. Now climb down. Hop 
to the left, from block to block, and you'll find another cable. 
Going down? 

Hop onto the platform and 
across the aliens. Gizmo Duck 
will appear and blast away the 
walls to reveal a cable going 
down! Climb down and run to 
the left. Get past the space 
monkeys and you'll come to the 
Keeper's room! Ready or not... 


Boss Rat will appear in the middle of the room. Hop onto him 
and bounce onto a ledge. Wait for the Rat to move; if he leaps up, 
jump onto him again and bounce to the other ledge. If he lands 
back on the ground, get him there too! 

After he's gone, you'll get the Green Cheese of Longevity. 
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All the treasures are yours—but not for long! Where is the 
Dracula Duck Manor? Where else but in... 


Transylvania (yes, again) 

Go right and up the rope. Then go left, past the coffins. Kill 
Drac’s henchthings and climb up the rope. Move left and take 
out the bricks with your pogo-cane; fall down the hole. Two 
mirrors to choose from, but only one is correct; jump into the 
right one. 

Move to the left and hit some floor-bricks again, falling 
down the hole again! Scrooge knows how to fall and get back up 
again! Run to the left, ducking the ghosts as you did before. 
Soon the Count will appear! 


6000 TINE 442 


To hit the Count, you must jump from the ground onto one of the 

Count’s bats, and then onto the Count himself! Always run to the 

opposite side of the room from where the Count is; this gives you 
more pogoing room. 


Once the Count is defeated, you'll have one final challenge! 
Can you find the treasures and remain the richest duck in the 
world? 


SHH... THE SECRETS 


How do I win the Final Battle? 

The Final Battle is actually a misleading name. It’s really a 
simple race! Jump onto the rope and climb up. Jump onto the 
treasure chest and you win! 
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Flipull 


Distributor: Taito 
Game Type: Strategy 


COGO FRE ORHOHORARER 
3ei $E o£ sx SPL YER 


xs 


Sho TAITO £O 
k DICHTZEIO SY MINTEMDOO 
WHAT'S GOING ON? 


Blobs have gotten a bad rap. They've been made out by 
Hollywood as purple people eaters, with no brains at all! Well, 
Flipull will change your mind about blobs forever. 

You see, you're in control of a small, cute Blob as he solves 
50 levels of mindbending puzzles. And even if you lose, he 
won't melt your Game Boy; he'll just want you to play again! 
You can't help but flip out! 


WHO ARE YOU? 


You are a Blob (call yourself anything you want—Bob or Rob, 
maybe Nob?). 


PLAYERS 


Flipull has a one-player mode (where you must play through 50 
levels to win) and a two-player mode (get the other player stuck 
in an impossible situation). The two-player mode needs two 
Game Boys, two Flipull cartridges, and the Video Link cable. 


SCORING 


Play each level from the right side of the screen. At the left side 
is a big pile of blocks. Score points by throwing the block you 
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hold at the pile. If the block you throw hits a matching block, it 
clears the block and reveals the block behind. If there are several 
matching blocks in a row, you score a multiple hit, earning extra 
points and clearing more blocks in one move. 

There are five types of blocks: Circle, Special, Square, Taito, 
and X. The Special block is—well, special! The other four blocks 
are “normal” blocks. Look at the picture to get an idea of how 
the game works. 


The Blob is holding a square 
block. Look at the pile for 
matching blocks of that type. 
Now throw the Square block. 
It will eliminate any Square 
blocks it hits... 

And you'll end up with the 
block behind the Square block; 
in this case, the X block. 


The more blocks you clear with a single throw, the more points 
you'll score. 


1 block = 100 points 

2 blocks = 400 points 

3 blocks = 900 points 

4 blocks = 1600 points 

5 or more blocks = 3200 points 


Looks pretty easy, doesn’t it? But in the one-player game you 
also have to race against time, so you can’t just sit there 
admiring the pile of blocks and thinking up all the different 
moves. You'll have to make quick decisions. Finish the level 
quickly and you'll get a Timer Bonus of 10 points for every 
second left. 
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To complete a level in the one-player game, you must 
reduce the pile to a certain number of blocks. The Clear Bonus 
scores 1,000 points for every block at or below this number, so it 
helps to try to get a bunch of blocks on the last throw. 


LIVES AND HOW TO LOSE THEM 


The Blob is small and fragile, and he’s easily heartbroken. If you 
get yourself stuck, unable to clear any more blocks, he'll fall to 
the ground in shame. And your game will be over. Unless you 
decide to continue! 


CONTINUES 


When you start the game, you have three continues. These 
continues are really extra lives, though! When you continue, 
you'll begin at the last level you reached. 


CONTROLS 


Direction 
Pad 


Throw block 


Select from * P N 
Menu | 1 Y Throw block 


WEAPONS 


The only real weapon in the Blob's arsenal isn't a weapon at all! 
The Special Block is used when the block you're holding has no 
uncovered match in the pile. You start with three Special Blocks, 
and you can gain new ones for scoring big. 
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The Blob is holding a Square 
block; unfortunately, there are 
no uncovered Square blocks. 
You'll automatically use a 
Special Block, if you still have 
one. This block is like a wild 
card; it will clear any one type 
of block you throw it at. If 
you run out of Special Blocks, you're Flipull-ed out. In the picture 
you've thrown the Special Block; now you have a Circle block. 


The game rewards you with a Special Block when you clear 
five or more blocks with a single throw. It will appear in the 
block pile of the next level; you'll have to hit it to collect it. 


SPECIAL ITEMS 


We already told you about the Special Blocks. Otherwise, no 
power-ups at all. Just your skill against the puzzles and the 
clock! 


STRATEGY SESSION 
General Strategies 


Each game is different, with the patterns of the bricks changing. 
Only the physical layouts of the levels themselves stay the same, 
with items like Pipes appearing in the later levels. So you'll 
learn what to look for, but you won't get a step-by-step guide. 
That, you'll have to do on your own. 

Remember that you can throw blocks off the roof. You can 
often get a good rebound to rack up the points. As you move up 
and down, you'll see an aiming arrow showing you any ricochet 
shots you can try and where they'll land. Sometimes you can hit 
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the pile from just about any angle by moving up and down to 
check your options. 

Try to preserve rows or columns of the same block. If there’s 
a long row, don't take out blocks beneath it, or you'll ruin it. 
And if there's a tall column, don't take out the middle of it. 

If you throw a block at a different type of block, it will 
rebound and knock the Blob dizzy for a few seconds. So take the 
time to line up your shot properly, or you'll lose precious time 
shaking off rebounds. 


Not-So-Typical Flipull: Good and Bad Strategies 


vl E 
HTHHHHHHHHHHHHH 
EEREEEWESZEERSSENEZEEENZ 


Here's a case of shooting at the wrong block This pm has two 
blocks to shoot at. Instead of shooting at the Taito block above 
the Circle block, which he can then shoot at the other Circles, he 

shoots at the Taito block above the Square. Without any 
uncovered Squares, he's just wasted a Special block! 


Feen 
LOLLLLALLLCOLLLLLHE 
Zack ete chee eRe ae eee 
Another goof, this time with a Cm block. book at the blocks 
left in the pile. Which ones do you want to go for? Which ones are 
almost gone? The player of this game went for the X block, which 
was pretty dumb considering the other X block is completely 
buried. Look before you throw! 
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the player decides to rack up some additional points, 
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get rid of more blocks, before clearing them out. The moral 
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go for the big rows or columns r 
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The e Pipes can dio; a REM ora But most e the Vm they'll 
pain. Sometimes, you can just be in the way! 
work with them to get the 

bricks you need to get. 


SHH... THE SECRETS 


The secret to this game is practice—and luck! Even with great 
strategies, you'll sometimes get stuck with patterns that just 
won't let you win. Here's one trick, though: if you're patient, 
keep restarting your game until you get a big row or column of 
bricks, so that you can win a Special block. 
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Gargoyle’s Quest: 
Ghosts ‘N Goblins 


Distributor: CapCom 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


The Ghoul Realm still remembers the first attack by the evil 
Destroyers. They would have taken over the Realm if not for the 
magical fire that appeared from the sky. 

Now the Destroyers are back, and the secret of the fire has 
been lost. You are Firebrand, a Gargoyle. It's up to you to find 
the lost secret. Can you locate the person who has the fire-power 
to defeat the Destroyers again? 


WHO ARE YOU? 


Firebrand, Gargoyle and good guy. Your claws are sharp, your 
wings are flapping, and you're ready to rumble! 


PLAYERS 


Gargoyle’s Quest is a solitary one; only one player can 
participate. 
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SCORING 


You don’t score points; you collect information and items that 
you'll need to continue the quest. 


LIVES AND HOW TO LOSE THEM 


You'll start out with three characters, or lives. Each life has two 
Life Forces (at the start; you can get more Life Forces as you go 
on). If you're hit by an enemy, you lose a Life Force. Lose all 
your Life Force and you lose your life! You can restore your Life 
Force by finding Hearts. 

If you lose all your lives, you'll restart from the last place 
where you obtained a password. 


CONTINUES 


As you advance through the game, you will receive passwords. 
Write down these passwords as you get them. If you lose all 
your lives, you can use a password to start the game from where 
you received it. 


CONTROLS 


Direction 


Pad 
Shoot Fireballs 


Close menu 
#5 


\ Jump 
F \ Fly (x2) 
Hover (x3) 
Climb wall 
Open menu 


Statistics Screen/Pause 


WEAPONS 


Firebrand starts out with his natural weapon, the Magic fireball. 
As he advances through the game, he'll find more powerful 
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weapons to use. Switch between them by pressing Start, and 
then use the Pad to select the right weapon. Press A to use it. 


The Block-Buster will smash through blocks to get you to 
hidden locations. 

The Power of Claw lets you hang onto spikes that would 
normally hurt you! 

The Darkfire is the ultimate power. 


SPECIAL ITEMS 


You'll stumble upon some Special Items as you talk to people 
and find out what they know. Most of these are completely 
necessary to win! 

You'll find Vials scattered around the Realm, and some 
enemies will give you Vials when you defeat them. Get as many 
as you can, and use the Vials to purchase other special items. 
Nothing is cheap in the Ghoul Realm! 


The Armor of the Dragon will increase your Life Force. 
The Armor of Guile also increases precious Life Force. 
The Candle of the Poltergeist will revive King Darkoan. 
The Essence of the Soulstream will resurrect you at your 
current location if you’re killed, instead of taking you 
back to the password location. 

The Eternal Candle will make you very powerful. 

The Gremlin Stick will restore power to Jark, a Barone 
you'll meet. 

The Talisman of the Cyclone heals injuries. 

The Wings of the Falcon add to your flying ability. 


FRIENDS 


Many people you meet on your travels will be friendly. But you 
won't know unless you select TALK from the Menu! 


ENEMIES 


Some of the people you meet won't be nice at all! When you 
meet these people and talk to them, you'll enter the Side View to 
fight them. 


STRATEGY SESSION 
General Strategies 


Every Gargoyle, even Firebrand, has to practice his unique 
skills. Until Firebrand can easily and quickly take flight, or climb 
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up walls, his journey will be difficult, if not impossible! 
Firebrand should also practice hovering in one place and 
shooting from a wall. A gargoyle has lots of tricks up his claws. 

Talk to all the townspeople and find out what they know. 
They'll lead the way to all kinds of fantastic items, and most of 
the locations you need to visit. 

Write down your passwords as you get them. You'll find 
some in The Secrets, but these can be disorienting if you haven't 
yet reached that part of the quest. 


The Dimension Portal 

As you start the game, you'll 
talk automatically with three 
people. The last person will tell 
you to return to the Realm! [2 
Walk South and out the door to 
enter the Side View—and the | 
Portal! 

That beast to your right is a 
Ghoul—or is it a Ghost? Either 
way, shoot it. Just past it is a 
pool filled with some vile liquid. Bone Snappers live in this 
stuff; there's one hopping back and forth 
| right now! Shoot it and fly across the 
pool. It's okay if you land in the pool; 
Gargoyles are used to it! 

Go over the ledge and the next pool. 
Here's a tree. Flap onto the left branch 
and shoot the fireball on top of the tree. 
Then get on top and get ready 
for a big jump. If your timing is 
right, you can grab that Vial to 
the left. If you miss it, hold the 
controller to the right to land 
safely. 

Fly down the next wall (past 
the tree) and shoot the Snappers 
in the pools at the bottom. Flying — 
up the right wall is tricky; avoid [i se 
the spikes by flying from wall to wall. If your timing is right, 
you'll pass each set of spikes easily. At the top, flap in the air to 
kill the fireball, and then flap over to grab the Vial. Head right. 

Climb the tree. Far to the left is a Heart! If you have all your 
Life Force, you won't need it. Otherwise, go for it the same way 


104 


Gargoyle's Quest 


you flew for the Vial. Then go past the tree. Watch out for those 
claw-like objects; they’ re just like spikes! 

Also watch out for the flying opponents! Shoot them as they 
soar at you. Walk onto the bone bridge, but fly across, because 
dem bones will collapse! You'll reach another tree, with another 
Vial to the left. 


Go East, past the spikes 
above and below, until you 
reach a pit. Fall down the pit 
and aim to the left. At the 
bottom of the pit is a Heart, 
dangerously close to some 
spikes. You'll need to scoot in 
there with very small wing- 
flaps, then fly carefully out. 


Fly to the East again. The Boss will appear! This fishy guy will 
pop out of the liquid, throw some fireballs at you, and sink back 
into the depths. Stay near the top of the screen and let the fish 
come out. When he starts to sink, fly down with him while 
shooting. When he disappears, fly back up and wait for him to 
attack again. 

When this fish is hooked, he'll explode. The door to the Realm 
will open! 


The Ghoul Realm 
This path will lead you to the First Town. Along the way, you 
might be attacked by wandering Ghouls (but they look like 
Ghosts... oh well). Each time they attack, their pattern will be the 
same, so you'll learn to recognize it. 

Soon, you'll reach a point on the path that's blocked by a 
Ghoul. Talk to him and you'll enter another Side-View battle. 
Beat them all and you'll have an easy walk the rest of the way. 
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i = 
| BHO ARE vous? i 


Meeting a bellige 


The First Town 
Talk to all the townsfolk. They'll tell 
you about the Essence of the 
Soulstream and the Talisman of the 
Cyclone. Search the Southeast part of 
town for some Vials. Then enter the 
building in that corner. Talk to the 
Barone, Jark. He'll tell you that he's 
powerless without the Gremlin Stick. 
Say Yes and he'll give you the f- 
Fingernail of the Spectre to improve NETUS Jark! 
your flying ability. Gross, but it's 
helpful, right? 

Once you've taken care of all your business here, leave the 
Town to the North, but make sure that you've obtained a 
password from one of the buildings in town. 


The Ghoul Realm 
Walk North. Talk to the frightened person alongside the road. 
Boy, he's scared all right! Then walk onto the Bridge. 


The Bridge 


Getting past the stones is easy. 
When you have to cross the 
bone bridges, fly-hop from 
bridge to bridge. Fiery pillars 
will shoot out from the lava 
below; soar above them or 
you'll be fried Gargoyle! Flap 
over the four spikes and 
you're across. 
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The Ghoul Realm 
On this side of the Bridge, you might be unfortunate enough to 
have a random encounter with the Twin Marrs. These guys will 
shoot fireballs at you from both sides. Flap high and shoot away, 
blasting them one at a time. 

Northeast of the Bridge is a Talisman of the Cyclone. Walk 
North and talk to the man. Then go South and East until you 
reach a huge, round building. This is... 


The Tower 


Fly to the right, blasting the 
Ghouls. Just after the first 
Vial is a fungus-like tree. 
When you shoot this tree, it 
will split into three bullets 
that shoot at you! Dodge 
between the bullets. Keep 
going East and you'll even- 
tually reach an intersection. 
Go North and then West and 
be ready to battle the 
asd mosquitoes that attack you! 
You'll have to go North again. Instead of shooting the spore- 
trees, try dodging them instead. Otherwise, you'll need to do 
some tricky flying to dodge all the spores. At the top of this 
tunnel, fly East. You'll see a floating platform moving back and 
forth. Grab the platform as it's heading toward you. 

Hop up to the next floating rz [p 
platform and ride it to the right. : 
It's time to make a decision. You 
can either fly up and start 
climbing the building, or you 
can jump to the right and grab a 
1-Up at the bottom of the drop. 
Which will it be? If you decide to 
go for the 1-Up, you'll still have 
to come back this way. 

Scale the wall and go West. 
Use the floating platforms to go North. They'll take you into a 
room with four eyeballs attached to the walls; two on the left 
wall and two on the right wall. You have to beat these orbs to 
get the Gremlin Stick! 
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Use the floating platform to 
destroy the eyes on the top 


first. When they fire at you, 
flop down onto the platform 
and then zoom back up. Once 
they're both gone, fly down to 
the lower right and attack the 
next eyeball. Use the space in 

the blocks to hide from the 

eyeball's fire. 


To kill the last eye, get on top of the blocks and fly up to shoot it. 
Come back down when it returns fire. Once it’s destroyed, you 
will win the Gremlin Stick! 


The Ghoul Realm—Take 2 


The Block-Buster is yours; check the Stat Screen to see it. It’s a 
lot better when you fire it! If you get into a random encounter, 
you just may get the chance. Walk back across the bridge and go 


to... 


The First Town 

Return to Jark’s building. 
Talk to him, and then Use the 
Gremlin Stick. He'll give you 
the Candle of the Poltergeist. 
But where is the King? Leave 
town and go across the 
Bridge again. Go North and 
talk to the man. He'll ask you 
a question. Answer Yes and 
he’ll give you the Armor of 
the Dragon and let you pass 
into... 


ARE YOU GOING TO 
FIND THE EING? 
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The Tunnel 
All you have to fight inside here are two Bone Snappers. No 
problem! Get through and then walk East to enter... 


The Second Town 

Find the shopkeeper who will let you trade Vials for Cyclones. 
You'll want a few of these. And find the temple to get another 
password. That's really all there is to do in this Town. Leave to 
the North. 


The Ghoul Realm—Take 3 

Go North, beneath the tree. 
Check here. You've uncovered 
the Wings of the Falcon! Now 
walk West and North. You'll 
reach the Third Town, but walk 
North past it. The trail will lead 
you to an Essence of the 
Soulstream. Now backtrack and 
walk into... 


The Third Town 

Find the room that you can get the password in. That's all you 
need to do in this town, but be sure to talk to everybody. One 
person will tell you about the Wings of the Falcon. But you 
already have them! Leave the Town to the North. 


The Ghoul Realm—Take 4 
Go North and East. Talk to the Ghoul; he’ll be in a fighting 
mood! Defeat him and walk onto... 


The Bridge—Take 2 

Use your newfound Wings to your advantage as you hop across 
the bone bridges. Don’t try to go TOO far, though. Even a 
Gargoyle knows his limits. You'll exit back into... 


The Ghoul Realm 
Walk South and the path will take you into... 


The King's Palace 
Wind through the tunnels and talk to the people. You'll enter the 
Side-View mode soon. 
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Fly to the right until you 
reach a section of blocks that look 
like they have bubbles inside 
them! Shoot these blocks with 
your Block-Buster and get the 
special Vial inside. Start going to 
the right again, and watch out for 
the fire pillar! 


Climb up the wall (past ie 
large black sphere) and head 
East. The wind up here is 
strong, and it will blow you to 
the West constantly. You'll 
have to fly against it. Keep 
going until you reach Malgor! 

You don't have to fight this 
evil guy if you're quick. Try 
flying up and past him. This 
way, you can save your fighting strength for the toughest enemy 
yet—Bellzemos! 


Malgor! 


Stand on the pillar on the left side of th the or Wien Bellennes 
appears to your left, jump up to dodge his bullet and pump him 
full of Block-Busters! He'll split into four bees. Shoot the one 
headed toward you. Now he'll appear above you. Jump onto the 
left side of the pillar to avoid his bullet, then climb back on top to 
avoid the bees. 

Keep dodging and shooting, and you'll destroy Bellzemos! Enter 
the door into... 


The King’s Chamber 
Grab the Vials on either side of the King, and then Use the 
Candle on the King. He’ll awaken and tell you his story. Say Yes 
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to his question and he will infuse 
you with the power left in his 
body. Exit the Chamber and 
you're in... 


The Ghoul Realm—Take 5 
One short walk later, you're 
entering... 


The King's feeling generous. 
The Fourth Town 
These townspeople tell you of Marjorita and the Candle of 
Darkness. Where is the Candle? Get your password and then 
leave to the East. 


The Ghoul Realm—Take 6 
From here, walk Southeast. Walk into... 


The um Town 


Walk to the Northwest part of 
town. A gargoyle will be standing 
in front of a building, and when 
you approach him, he'll challenge 
you to a fight! Accept his 
challenge and you'll be in the 

| Side-View. He's pretty easy to 
ü | TET] defeat; just keep flying to the 
opposite side of the one he’ s on. 
When you win, you'll return to the 
Town. 

The gargoyle will give you the 
Armor of Guile for defeating him. 
He'll also move out of the doorway. 
Go inside and talk to Bymon the 
Barone. Answer No to his question 
and he'll make you a deal; give him 
the Candle and he'll reveal where 
Marjorita is. 

Leave the town and you'll be in... 


The Ghoul Realm—Take 7 
Walk Northeast. There will be a single 
hole. Walk into and you'll be inside... 
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The Desert of Destitution 

Go East until you reach a pit. Get 
ready for a LONG fall! Avoid the 
walls, since they are covered with 
spikes. There will be certain 
places where the spikes won't be; 
grab onto these places to let your 
wings recharge. Only flap when 
you have to! 

You'll drop into some murky liquid soon. Kill the Bone 
Snappers as you swim East and North. Watch out for the skull 
creature that greets you as you leave the muck. 

Fly East and then fall South. Turn West at the bottom. A 
huge worm will attack you down here; shoot it from a ledge, 
and then fly against the wall to shoot it from there! Continue 
West and blast through the bubble blocks. There's a Heart in 
here to grab. The tunnel will wind South and then East. When 
you reach an area with large platforms, you've reached a Boss 
area. And here he comes! 


Taking a breather. 


fr Seso 


Shoot this Boss as he comes onto the screen from the right and 
then fly up to a high ledge. He will hop up after you! Then jump 
down to a lower ledge. By running back and forth underneath the 
Boss, you can get him to fire in one direction while you shoot him 
from behind! If he falls onto a lower ledge, just shoot him from 
across the way. For such a big Boss, he dies pretty quickly! Now 
you've got the Candle! 


The Ghoul Realm—Take 8 
You got the Power of Claw as a bonus! Head back to... 


The Fifth Town (again) 
Go to Bymon. Talk to him and he'll tell you where Marjorita is. 
Use the secret passage in the corner just by walking through. 
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This tunnel will take you through 
a mountain and back out into... 


The Ghoul Realm—Take 9 

Walk Southwest. You'll have to 
fight past a guard before you can 
enter a desert with skulls along 
its borders! Make sure to switch 
your weapon to the powerful p~ === rg 
Claw. The circle goes into... 


Secret passage. 


Marjorita’s Cave 
This Side-View leads only one 
way, so you can't get lost. You can 
get hit by the numerous enemies, T A 
though, so take your time! Enter More skulls! 
the corridor and you'll come out in Marjorita's room. Talk to her 
Yeu z mg and walk past her to the altar. Use 
your Candle. Then Talk to 
Marjorita four times. When she's 
done, walk North. You'll have to 
fight past the guard! 

Those rolling skull-chariots 
are easy to destroy. Just leap their 
bullets and fire away. Once 
they're beaten, talk to Marjorita a 
The Altar. final time. Then go East to... 


The Ghoul Realm—Take 10 
There’s a Bridge! And in the Realm, Bridges are anything but 
easy to cross! 


Another Bridge 

The beginning of the bridge will force you to fly to the full 
extent of your wings. Be careful! Stay toward the top of the 
screen to shoot the attacking bats and other slimy creatures. Get 
out of here and into... 


The Ghoul Realm—Take 11 
Walk straight South and you can’t help but enter... 


The Sixth Town 
The people in this town will greet you with a variety of 
emotions! Be sure to check the Northeast corner of town to talk 
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to the gargoyle who gave you the Armor of Guile. He’ll have 
some handy information. 

Find the temple to save your game, and then leave town to 
the East. Back to... 


The Ghoul Realm—Take 12 
Walk as far East as you can go, and then go North. Enter the 
skull cave. This is.. 


The Naga's Path 


Go East and then start falling 
South. These walls are very spiky, 
but you've got a way around 
that. Try spitting with the Power 
of Claw. It sticks to the spikes, 
giving you a safe place to grab on 
to! That's handy (and sticky)! 

Fall South and East. The Path 
will take you to... 


The Ghoul Realm—Take 13 
You won't be here long! A couple of steps and you're at... 


Rushifell's Palace 
Go North and Talk to Rushifell. He'll 
dare you to follow him. Go North and 
you'll enter a Side-View location! 

Fly East until you reach a hole 
between the spikes. Fall down the hole [x 
and id West, young Gargoyle. You'll LX 

- come to a pit leading down. Be very 
careful going past the moving spikes. Spit 
onto the wall and hang out before you 
take the plunge. 

From here, the tunnel winds North 
and East. The ceiling above ad will 
collapse z 

i gJ at one 
point; watch out! When the 
tunnel turns dark, you're 
getting closer to Rushifell—and 
more danger! Go North to find 
a Heart, then go down and East. 
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The tunnel will lead you to 
a hill made of bones! Scale the 
hill, then fall down the pit after 
it. Shoot the skull-thing and fly 
North to grab a Heart, then 
come back down and go East. 
Shoot your way through the 
bricks. You'll enter Rushifell's 
throne room! 


í L moo 


Attacking Rushifell is made 
easy by the blocks that form a 
circle around him. Fly around 

these blocks in a counter- 
clockwise direction. Hang on 
the sides of the bricks at 3 at 9 
o'clock and fire at his head. 
Don't hang around too long, or 
his bullets will home in on you. 
Use a Talisman if you need to. 


Once you've defeated Rushifell, you'll be back to an Above- 
View. Talk to him and he'll give you the Eternal Candle. But 
that's not all; after some more text, you'll gain the Magical 
Power of Darkfire! Walk North and go out to... 


The Ghoul Realm—Take 14 
Walk North and cross... 


Yet Another Bridge 

Getting across here is easy; take a look at your wing power! It's 
infinite! Just don’t get sloppy and end up being attacked by 
surprise. Stay near the top of the screen to prevent this. A short 
flight later, you're in... 
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The Ghoul Realm—Take 15 
Walk North. This is it! The final confrontation inside... 


Breager’s Castle 


There are lots of different 
walls in this Side-View. To get 
past them, you need to switch 
between the Claw to spit onto 
the spikes, the Block-Buster to 
= EB get through the blocks that 
c m | will come up, and the Darkfire 
E NU to fry your enemies. 
sila Fly North and East, 
Find the door. following the tunnel. It will 
lead you to a wall of blocks. : 
Make sure you get the Heart 
just before this wall! Anyway, 
blast through these blocks and 
keep following the tunnel. 

After a while, you'll emerge 
above ground. Fly back and 
forth until you get enough - € 
altitude to reach the door to the East. Go inside. Walk North and 
Talk to the King! He'll make you an offer you can't refuse. Or 
can you? Say No and watch him get angry! You'll have to fight 
him now! 

The Secrets contains the way to defeat the King and restore 
peace to the Ghoul Realm once again! Good luck, Firebrand! 


SHH... THE SECRETS 
How do I defeat Breager? 


For such a tough boss, 
Breager is amazingly easy to 
defeat. The main secret is 
knowing where to stand. Try 
standing on the brick shown 


in the picture. From here, 
you'll have to deal with the 
King's firepower. 


Gargoyle's Quest 


fx eee H co fr eeecc u co 1 


The King will fire two types of bullets. One type will fly 
harmlessly away, while the other will home in on you for the 
kill! Shoot the homing bullet as it's almost upon you. Then fly 

upward and wait for the King's arms to lower. Blast him in the 
head! Keep repeating this and you will be victorious! 


These passwords will take you to some of the early stages of the 
Quest. It would ruin the game by giving away the later 
passwords. Try these ones if you want to peek ahead. 


First Town: ULY7-66LC 

First Town with the Gremlin Stick: HST8-7HRO 
Second Town: BMV5-RRBS 

Third Town with the Wings of the Falcon: T5EYO-UZEY 
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Ghostbusters II 


Distributor: Activision 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Guess what? There’s something strange in your neighborhood 
again! This time, it’s Vigo the Carpathian. He’s so evil that he has 
created a slime under the streets of New York! He'll take over the 
world—unless someone stops him. Like the Ghostbusters! 


WHO ARE YOU? 


The Ghostbusters! 
Peter, Ray, Egon and 
Winston. Use your 
proton packs to fight 
the slime! 


PLAYERS 
Only one Ghostbuster at a time gets to bust ghosts. 


SCORING 


Vigo’s slimy servants vary a lot in point value. The bigger, 
badder ghosts are worth more. The Enemies section describes 
them in detail. 
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You'll also get bonus points for finishing a level quickly. So 
hurry up and zap them! If the timer on a level runs out, the 
ghosts will mutate into stronger forms! 


LIVES AND HOW TO LOSE THEM 


Whenever a Ghostbuster is slimed, he’ll be knocked out for a 
moment and lose one of his Weapon Stocks. If a Ghostbuster 
loses all his Stocks, he’s slimed permanently and the game is 
over! 

When exploring the haunted locations, you'll sometimes 
bump into your fellow Ghostbusters. Among the items they'll 
give you are Weapon Stocks to replace any that you might have 
lost. 


CONTINUES 


You're given three continues; each takes you to the beginning of 
the last Floor you reached. Run out of continues and you'll start 
your quest all the way from the beginning again. 


CONTROLS 


Direction 
Pad 


Fire Trap 
/ 


"d 


WEAPONS 


The Ghostbusters have two items: the Beam and the Trap. For 
each level, you'll choose one guy to be the Beamer. He walks 
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around the levels and zaps the ghosts. The other ‘Buster is the 
Trapper. He sucks up zapped ghosts before they recover. 


The other ‘Busters will give you Weapons as well. 


The Moodslimer will zap ghosts instantly, but it only 
lasts for a short while. 

The Super Trap will let the Beamer do double duty to 
zap and trap! 

The Wall Smasher will bust walls, not ghosts! You can 
use it three times. 


SPECIAL ITEMS 


Here are some more potential Ghostbuster gifts. 


The B 1-Up boosts the Beamer’s Stock by one. 

The T 1-Up does the same for the Trapper. 

The Clock gives you extra time for a level. 

The Ghost Power will give you the ability to walk 
through walls! 

The Jacket will protect you from slimy endings, but not 
for too long. 


FRIENDS 


Look for your friends on each level. They've got the goodies! 
Too bad they don't have proton packs! 


Louis Tolly is a budding lawyer who needs lots of 
practice. 

Dana Barrett is Oscar's mom, and a lovely lady! 

Baby Oscar is Dana's cute little boy, and the body that 
Vigo wants to inhabit with his evil spirit! 


ENEMIES 


Carpathians are notoriously evil! Here are some of Vigo's 
creations. 


Slimers are short, fat ghosts. They can go through walls, 
leaving slime in their wake! 10 points. 

Jogging Ghosts aren't out to get exercise—they're out to 
get you! 30 points. 

Giant Lizards are not attractive, to say the least. 50 
points. 

The Blob is a slob who bounces around. 60 points. 
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Crawling Sheets aren't the kind of thing you'd want to 
find in your bed! 90 points. 

Disappearing Clowns must have scared the circus! 
Now they're out to scare you! 100 points. 

Floating Heads laugh as they chase you! Maybe they 
saw the Disappearing Clowns! 130 points. 

Whirling Dervishes can resist the Beam if they're 
spinning. 140 points. 


Then there are the really scary ghosts! Call them Bosses if you 
must, but don't say it in front of them! 


The Scoleri Brothers are a tag-team of terror! 

The Ghost Train is always on time—it has forever to 
reach its destination! 

Janosz Poha is an artist who's been taken over by Vigo! 
Vigo is as evil as they come! 


STRATEGY SESSION 
General Strategies 


Each Ghostbuster moves and zaps equally, so it doesn't matter 
which ones you choose. It just depends on which ones you like! 

You'll have to backtrack quite a lot to get all the ghosts on a 
floor. Because they're ghosts, they will sometimes manifest after 
you've passed them. Be prepared to wind through a floor two or 
three times. 

Once you've zapped a ghost, you can hold the beam on him 
while you set up for the trap. This will keep it stunned 
constantly. 

Move slowly enough to let the Trapper keep up with the 
Beamer. If the Trapper becomes a Trappee, you'll have to waste 
valuable time getting him free. 

Even if you switch to new Ghostbusters, the Beamer and 
Trapper will still have the same number of Stocks. So don't 
switch until you want a Weapon or Special Item. 

A safe way to explore the Floors is to keep burst-zapping; 
continuously tap the Zap button as you move around. This will 
really help against the monsters that appear out of nowhere; 
they will almost always get you otherwise. 

If you keep getting hit by the Disappearing Ghosts on 
higher levels, try this. Intentionally let the time on the Floor run 
out. This way, all the ghosts will mutate into visible—and 
valuable—Whirling Dervishes (actually, Ghostbusters logos!). 
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Stage One: Oscar’s Kidnaped! 


Floor One 

This floor is nice and small, and a 
good way to break in new 
Ghostbusters. There are two 
locations: the room in the middle of 
the floor and the hallway 
surrounding the room. 

In the hallway, you'll 
encounter the Jogging 
Ghosts. They jog slowly 
(they're ghosts, so this is 
understandable), so you 
can get in front of them and 
be ready to zap and trap. 

In the room, and 
occasionally in the hallway, 
you'll meet up with the 
glob known as a Blob. 
When it's staying still, 


zapping it is very easy. If it starts 
to hop, you won't be able to get a 
beam on it. Just watch out for it 
instead! 

Once you've gone through 
the hallway and the room, you'll 
notice there are still several 

: ghosts left to get. Go back into 
the hallway and go around again. You'll meet Jogging Ghosts 
that weren't there before. 

Zap them all, and you'll catch the elevator up to... 


Floor Two 
The floor plan is more 
complicated on this Floor, 
but the ghosts are much the 
same. A new creepy-crawlie 
is the Crawling Sheet. It 
moves pretty slowly, but it's 
low to the ground and hard fi | | 
to zap. Bococ F 

In one hallway, get Tasso “16 


ready for something new. Is it a fitted sheet ? Or regular? 


122 


Ghostbusters II 


You'll be attacked by the first At the end of this hall, you'll 
Slimers. These guys appear meet up with another ‘Buster. 
almost out of nowhere! If Switch with him and the new 
you're using the burst-zap lead Beamer will be armed 
technique, you should be able with a Moodslimer! Go into 
to get them all. Move slowly the room and polish off the last 
anyway! few verminous ghosts to go to 


Level Three. 


Floor Three 

From the start of the level, go 
South and follow the halls until 
you can’t go any further South 
(which means you'll be in a large 
room). Along the way, you should 
meet Louis; don't get his item yet. 
Backtrack your steps to the 
beginning and start walking West. 


123 


Nintendo Game Boy Secrets 


Touch Louis for a T1-Up! 
Follow the path as it winds South. 
There will be lots of Slimers, so 
move slowly and carefully. Rapid- 
zap to stay safe. 

In the next really big room 
you reach, you'll meet another 
‘Buster. Switch with him and 
you'll get the Wall Smasher! Now 
move due East and smash 


Wall Smashin'. 


through. This is the first dead-end 
you reached! There should be a 
few new ghosts to bust. Get them 
and go North. Now touch the first 
Louis you met; the Beamer will 
get the Super Trap! With this, 
sucking up the last few ghosts will 
be easy; the next event won't be, 


Super Trap-O-Rama! though... 


The Scoleri Brothers 


A judge sentenced them both to the electric chair years ago. 
Now they're back—and they don't want parole! 


SCORE 116406 


The rules of Ghostbusting change a bit here. The Trapper will be 
shielded, and he won't be damaged at all during this fight. The 


Beamer will be in danger, though. He has to avoid the bullets that 
the Brothers fire at him. 

Instead of avoiding them, a smarter tactic is to use the Trapper as 
a human shield. As the Brothers twirl around, keep zapping them. 
You can also zap their bullets. Try to avoid getting pinned in a 
corner. When they spin around, they can pin you. 
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Eventually, a circular capsule (labeled W for Weapon) will 
fall from the top of the screen. Grab it and both the ‘Busters will 
now be armed! Another capsule will fall soon, with a heart 
inside it. This one will restore a Weapon Stock! 

Keep zapping and dodging and the Brothers will get 
another death sentence—this time, permanently! 


Stage Two: Into 
The Sewers! 


Floor One 

This first floor is a 
pretty easy one, like 
the first floor of the 
last location. A big 
room in the middle, 
and a hallway sur- 
rounding it. 


Go into the big room and 
zap away. Louis is in the 
lower-left corner of the screen 
with a T1-Up, and a 
Ghostbuster is in the lower- 
right with a B1-Up. Do a circle 
of the hallway, getting the 
Joggers and Blobbers. Finally, 
return to the room to get the 
last few haunters and move 
on to... 


Floor Two 
Right at the start of the Floor, you'll meet 
a new enemy: the Giant Lizard. He 
moves quickly, so if he moves away from 
you, you won't be able to catch up. 
Watch out for quick direction changes! 
Another 
new enemy is 
the Whirling Dervish. When he’s his 
usual goofy self, he can be easily 
trapped. When he's spinning around, | 
he’s impervious to your Beam and is a 
moving hazard! Watcn out! 
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The final, and by far the 
most dangerous, ghost is the 
Disappearing Clown. It will 
only appear when you walk 
onto certain locations. If you 
don’t zap him quickly, he will 
move like lightning in your 
direction and almost certainly 
hit you. If he appears, nail him! x ij 

This floor is cut into four different corners. To get to the 
upper corners, you have to go left or right from the start of this 
level. To get to the lower corners, move down through the 
“lobby” and then go left or right. 

The Ghostbuster in the lower-left has a Jacket, but don't 
grab it until you've gone through the Floor once. Then return to 
the upper-left corner to get the last few ghosts. Well done! Here 
comes... 


Floor Three 


Don't walk South very 
quickly! There are a bunch of 
ghosts in the slime pool to the 
right. Walk down just far 
enough to cause one to 
appear, and then back up to 
give yourself room to Trap. 

In fact, a lot of the ghosts 
on this floor are Slimers that 
will come from the slime 
pools. Move next to each pool and walk around it. Be on guard 
for the Slimers that may emerge! 

The Ghostbuster in the upper-right has a Jacket for you. 
Take it and then run into the lower-left and lower-right parts of 
the screen to get the remaining ghosts. You're headed for... 


Floor Four 
Start walking Southeast at the 
start. Ignore the "Buster; you'll 
come back later. You'll fight all 
the enemies you've fought 
before; be sure to check all the 
slime pools again. 

When you reach the end of 


the path, you'll meet Louis. Get the Ghost Power. 


Ghostbusters II 


Take his Ghost Power and go Southwest until you reach a 
second Ghostbuster (not the one at the beginning). Get his Super 
Trap! 

Once the superpowers spurt out, walk back to the first 
‘Buster and grab a T1-Up. From here, the last few spooks are to 
the North. Defeat them all and get ready to ride with... 


The Ghost Train 


This vaporous vehicle starts 
out on the middle track of 
the three tracks, rolling up 
and down while shooting 

bullets. Remember to block 

the bullets with the 
shielded ‘Buster. 

Soon, the Train will start to 
transform into a bunch of 

floating heads! These heads 

can't be shot or hurt; you just have to dodge them. Move 
around until they re-form into the Train. 

Now the Train will get more aggressive with its shooting, | 
firing Heads and bullet spreads. These can all still be blocked 
by the shield. 

If the Train rolls off the bottom of the screen, move to the 
bottom and get ready for it to appear on another track. 
The last new development is a new power-up; the S capsule 
will give the Beamer a shield temporarily. Zap without fear! 
Keep dodging the heads and shooting the Train, and it will 
eventually explode! You're close to Oscar, and off in the Statue 
of Liberty (!) to... 


i 
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Stage Three: The Museum! 


Floor One 

For what should be an easy Floor, 
it’s actually pretty tough! From the 
start, go South and clean up the 
ghosts. The Ghostbuster will have a 
Super Trap. With this handy 
Weapon, work your way back up 
into the Northwest corner. 


Suck up all the Disap- 
pearing Clowns and other 
beasties to find Dana. She'll give 
you a T1-Up! If you've still got 
any ghosts left to get, they'll 
probably be Disappearing 
Clowns. Try searching the 
benches. Get them all and bust 
on up to... 


You'll find a new type of Whirling 
Dervish on this Floor. It's got the 
form of a normal person! Luckily, it 
doesn't move very quickly. Just stay 
at long-distance from it, zapping it 
until it stops spinning. Then suck it 
up! 

Everything else is fairly routine 
(as if trapping ectoplasmic lifeforms 
was routine). Danai is in the lower-left corner, and a ‘Buster is in 
the lower-right one. Use their goodies to help you make it to... 


Floor Three 

This Floor is fairly simple. You can tackle it in any fashion, but 
you should save the Southeast corner for last, since a ‘Buster is 
there with a Super Trap. You'll find Dana in TWO places: the 
Southwest corner and the Northeast corner! The Northeast Dana 
will give you a T1-Up. 


Floor Four 

First, make a circle of the hallway. Louis is in the upper-left with 
a T1-Up. The ghosts will almost all be coming from the floor, so 
be ready. Then go around to the two ‘Busters. Get the one on the 
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left for the Wall Smasher and 
bust through into the room. 

Before you finish off the 
level, change places with the 
right-hand ‘Buster for a B1- 
Up. Then finish cleaning up 
so you can advance to... 


Floor Five 


: a 
T 30999 


The nasty Snake. 


Floor Six 


The nastiest ghost yet 
shows up on this Floor. 
It’s a snakelike creature 
that moves back and 
forth with incredible 
speed! Don’t get near it 
without having the 
Beam on. 

Most of the Floor is 
haunted by the new 
Whirling Dervishes. 
Get them all, with help 
from the ‘Busters at the 
North and South ends 
of the Floor. You ain’t 
‘fraid of... 


This Floor is a ghostly version of hide-and-seek! Most of your 
enemies are Disappearing Ghosts that will only appear if you 


thoroughly search the level. 


Some of the Disappearing EU asesmen 


Clowns are very slyly hiding 
within a bench in the Southern 
half of the Floor. Move along it to 


get them to show themselves, and 
let them eat proton beam! 

Search every part of this Floor 
and you'll get all the Clowns. The 
"Buster to the Southwest has the 
Moodslimer to help you with this. 
Finish up the floor and it's time 
for... 
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Vigo the Carpathian! 


Actuel you don't get to fight Vigo first; you get to fight Janosz! 

He'll weave in a pattern that takes him from one corner to the 

middle of the screen, across the screen and back into the opposite 

corner. Then he'll start again, firing all the way. 

When Janosz weaves along the screen, move past him when he's 

weaving up. This will get you past him safely. Beyond that, just 

keep blasting away! Once he's beaten, Vigo himself will come to 
life! See The Secrets if you don't think you can beat him! 


SHH... THE SECRETS 
How do I defeat Vigo? 


Vigo’ s zoti two attacks. In pe obo one, he will I float into the 
middle of the screen, and huge waves of pods will attack you! To 
dodge these, keep moving back and forth from side to side 
rapidly. This will keep them from getting a bearing on you. 

In his second attack, Vigo will move back and forth while 
shooting streams of bullets! This attack is easier to avoid; just 
dodge between two of the bullets as you shoot. Defeat Vigo and 

Oscar's safe—along with the entire world! 
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Heavyweight 
Championship 
Boxing 


Distributor: Activision 
Game Type: Sports 


€i PLATER 
2 PLAYERS 


WHAT’S GOING ON? 


“Ladies and gentlemen! Activision, in association with Game 
Boy, is proud to present six of the finest boxers in the 
world—crammed onto one cartridge! Which one will fight his 
way to the heavyweight championship of the world?” 


WHO ARE YOU? 


Choose from one of these six fist-flingers. 


TOR CIS Y RBSOER 

FESS ER CERES 

E e ae Gm oxi So iur 
E SF £82 Fixe 


Nintendo Game Boy Secrets 


PLAYERS 


You can take on the cartridge alone, or pummel a friend using 
the Video Link. Each player gets to choose his own boxer. The 
two-player mode requires two Game Boys, two Heavyweight 
Championship Boxing cartridges, and the Video Link cable. 


SCORING 
Boxing isn’t very pretty. 
You don’t win matches 
by helping anyone, or by 
searching for captured 
girlfriends. You win by 
punching the other guy 
until he can’t get up! 
During your match, 
three judges will watch | 
you and your opponent, [I isle 
deciding which one of 
you is doling out the 
most punishment. Then they'll give you a score at the end of 
each round. HCB uses the 10-point-must system. That is, the 
winner of a round will get 10 points, while the loser of the round 
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will get 9 points (for a close round) or less (for being knocked 
down during the round). 

Of course, the judges don’t matter if you score a Knockout! 
To do this, you'll have to wear your opponent down until his 
Stamina Meter is 8 or less, and then knock him down. You can 
also score a Technical Knockout by flattening the opposing 
chump three times in a round. 


CONTINUES 


Once you've started a match, you're in it for the duration. You 
could always throw in the towel—but that's pretty wimpy for a 
champion boxer! 


CONTROLS 


Uppercut* 
Guard head 


Straight Left 


Body blow* : 1 
Guard body : : Z \ 
P Straight Right 
Rapidly to get 


* Punches with button up from canvas 


WEAPONS 


A boxer's fists are the most dangerous weapons in the world of 
sports! And you can make them even more dangerous from the 
Boxer Select Screen, by altering the characteristics of your 
fighter. 

In the Boxer View, each hand has a Punch Gauge. This 
Gauge cycles continuously. The higher the Gauge is when you 
throw a punch, the stronger it will be if it hits your opponent. 

During the bout, your fists will occasionally begin to flash. If 
your fists are flashing, and your Punch Gauge is at its 
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maximum, and you hit your 
opponent with your strong per 
hand, you'll score a ES 
Knockout Punch! 


STRATEGY SESSION 
General Strategies 


Adjust your boxer’s skills to 
your fight game. If you're a 
slugger, boost his Punch ===> — 
Power. If you like to stick and move, go with Speed. And if 
you're afraid you're going 
to get hit too much, raise 
your Stamina. 

Don't bother throwing 
punches in the Ring View. 
All it does is waste your 
energy while the other 
boxer dances around. Get 
in close for the Boxer View. 

Your Knockout Punch 
should probably be the 
Straight Punch. With the 
Hook or Uppercut you have to hold the controller in a specific 
direction. A Straight Punch is the easiest to throw. Of course, 
every boxer has his own style. 


In Your Corner: Offense 


When you're starting your boxing career, Punch Power is the 
most important skill. Stamina and Speed can be enhanced later; 
Punch Power will win you fights. An excellent setup for your 


Uppercut! 
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first fight is to set Punch Power to five bars, and Stamina and 
Speed to two bars. 

Uppercuts and Hooks take longer to throw than Straight 
Punches, but they do more damage as well. Just remember that 
throwing a punch with a weak Punch Gauge wastes energy, and 
does almost no damage to your opponent. 

Knockout Punches are absolutely crucial if you’re planning 
to be one of the weaker boxers. Since their punches are generally 
weak, the KO Punch is the only good way to drain your 
opponent's energy. 

In fact, when your fists start to blink, concentrate on the 
Punch Gauge. Even if your opponent gets in a few hits, you can 
more than make up for it with a KO Punch. 

An offensive strategy that is used in real boxing is called 
counterpunching. Wait for your opponent to throw a punch, and 
then throw a punch at the part of his body left open by his 
punching. In later bouts, your opponents might get too fast for 
this, though. 


On 


the Ropes: Defense 
—— Quite frankly, defense is secondary if you 
want to win. If you spend all your time 
dodging, your wimpy tactics will not 
impress the judges. And your opponent 
will just throw more punches! 
If you're hurt, try to clinch with your 
opponent. If he gets you into the Boxer 
View, move to one side and keep moving 
Smacked in the nose! until you get the Ring View again. If he's 
moving in your direction, this will take a long time, but keep on 


going. 


Clinch and Break. 
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SHH... THE SECRETS 


Are there only six boxers in the game? 

If you're good enough to defeat all the boxers you can 
choose from at the beginning, you'll go up against The Hitman. 
He's 52-0! Good luck—you'll need it! 


Do I have to fight? 

If you've got enough Speed, you can dodge the other boxer 
indefinitely. Just walk around the ring in a circle, along the 
ropes. Watch out, though. The crowd paid good money to see 
you fight, and they won't be happy about your fighting 
technique. They'll throw cans into the ring! If one of them hits 
you, your Stamina will go way down! There's nothing more 
embarassing than a tin-can TKO! 


CHAPTER 14 


Heiankyo Alien 


Distributor: Meldac 
Game Type: Arcade Action 


WHAT’S GOING ON? 


One thousand years ago, the town of Kyo was invaded by 
aliens! The aliens, being disappointed in our state of technology 
at that time, started devouring the population of Kyo! 

The only protector of Kyo was the Kebiishi, or knight. But 
without a laser or missile, what could he do? Well, the ground of 
Kyo was very soft, and the Kebiishi was quite good at digging. 
So he decided to bury the aliens alive! By digging holes that 
they'd fall into, and then burying them quickly, he could 
eliminate them. 

Of course, since the world today is still in one piece, the 
Kebiishi must have succeeded. But will you change history—for 
the worse? 


WHO ARE YOU? 


The Kebiishi of Kyo. Bring along some spare shovels—you'll 
need them! 


PLAYERS 


One or two Kebiishis can take on the invaders. There are both 
Old and New modes of play to try. The two-player mode 
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requires two Game Boys, two Heiankyo Alien cartridges, and 
the Video Link. 


SCORING 


Each mode of play has its own method of scoring. 

In the Old game, you'll get points for each alien you 
successfully bury. The more you bury, the more you score! Ónce 
you clear a round of aliens, you move on to a more difficult 
round. 

In the New game, the object is to clear 12 levels of aliens. 
You score points along the way too, but finishing all the levels is 
the main goal. 


LIVES AND HOW TO LOSE THEM 
You start out with five lives in both the Old and New games. If 
you're caught by an alien, you instantly lose a life. No Life 
Gauges here. There is also no way to win back any lives. 

In the two-player game, you can lose the game by either 
running out of lives or by the opponent scoring four more points 
than you. 


CONTINUES 
None. You'll have to beat all the aliens in one session. 
CONTROLS 


Direction 
Pad 


Fill hole 


Select game : d \ 
type | d Dig hole 


Pause 


Heiankyo Alien 


WEAPONS 


The Kebiishi fights the aliens by introducing them to deep, dark 
pits! The Kebiishi must dig a hole and wait for an alien to fall 
into it. Then he must quickly bury the alien before it escapes. 


Digging an old hole. 


Digging a new hole. 


Digging a pit takes several seconds. In the Old game, there 
are five “stages” of holes, with the largest one being the one 
aliens will fall into. In the New game, there are three “stages” of 
holes. If a hole is not completely dug when an alien runs into it, 
the alien will move over the hole after a moment, making it 
disappear. 


SPECIAL ITEMS 


In the Old game, it’s only you and the aliens wandering around 
mazes. In the New game, however, there are several items to 
keep in mind. 


The Bowl Boat moves back and forth on a river. Get on 
and off the Boat when it stops at the riverbank. 

The Iron Plate will prevent you from digging a hole in the 
location where it rests. 

Lanterns flicker on and off. When they are on, nothing can 
pass by them. When they’re off, you can safely move over 
them (and so can the aliens). 


FRIENDS 

In the two-player mode, the Old game lets you cooperate 
against the aliens. If the players cooperate at digging a hole, 
they'll dig it twice as fast. The same applies to filling one up! 
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In the New game, the two players compete against each 
other to win! Score lots of points, or bury aliens to send them 
over to your opponent. 


ENEMIES 


In the Old game, there is only one type of alien. In the New 
game, there are Regular Aliens and Super Aliens. The Super 
Alien is much smarter than the Regular Alien. 

Also, in the New game, when you reduce the alien force to a 
single alien, the remaining alien will speed up! Now you'll have 
to be even faster! 


STRATEGY SESSION 
General Strategies 


These aliens know about teamwork. If one alien is in a hole, and 
another alien tries to enter the hole, the hole will disappear and 
both aliens will be safe. Watch out for groups of aliens! 

If you've got another player, your battle against the aliens 
will be easier and more exciting. In the Old mode, you can dig a . 
hole (and fill up a hole) twice as fast. In the New mode, each 
Game Boy will play a different tune, and the two tunes will 
harmonize as you bury the aliens. 


Digging Out: Old Mode Strategies 


In the Old Mode, you dig quite slowly. You have to be more 
strategic. Luckily, the aliens are quite dumb. They'll often be 
right next to you and walk past! Unfortunately, this also means 
they won't come after you. You'll have to hunt them down. 
When you're digging holes, remember that in this mode, 
aliens will instantly take out any incomplete hole. It won't even 
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Luckily, the aliens are quite dumb. They'll often be right next to 
you and walk past! 


slow them down. If you're going to start digging, make sure an 
alien isn't going to come along and wreck the hole. 

Covering a hole that's in your way takes lots of time. In fact, 
when you start digging, make sure you have a way to escape. 
Don't get trapped! 


Digging In: New Mode Strategies 


In the New mode, 
you'll dig holes more 
quickly. There's a 
goal to shoot for, 
which makes the 
going more fun. And 
best of all, there are 
"safe" areas where 
you can dig holes to 
cut off the aliens. 
This forces them to 
run into a hole to get "TEE 
to you, and you can m 

then safely bury = a = 
them. (You can try Finding a safe spot. 
this in the Old mode, 

but it doesn’t work as well because of the mazelike levels.) 

The Lanterns flicker on and off, as you can see. However, to 
get really sneaky, try standing on an off lantern. Let it light up. 
You're inside it now, and totally safe from the Aliens! You can 
leave the Lantern (although you can't come back until it's out), 
and you can even dig holes! 

Each level has its own particular "safe" location where you 
can close off the aliens. Look for these locations and use them! 
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Dig This: A Guide to the New Mode 


Some scrolls were recently uncovered by archaeologists digging out the 
now-ancient city of Kyo. One of these scrolls was written by a Kebiishi 
who told of fighting the aliens. The archaeologists scoffed at the scroll, 
calling it mere fiction, but decide for yourself by reading the 
translation below. You may want to have a shovel by your side... 


At first I laughed when I was told by Niki, a small child known 
for his tall tales. But when I heard the screams coming from the 
village, I knew something was wrong. 

I ran into the village and could not believe my eyes! 
Creatures beyond my ability to describe were scurrying 
amongst the homes, devouring townspeople! All I had in my 
hands was the shovel I had been using to dig irrigation trenches 
for our rice paddies. 

Quickly, my mind raced. There was only one thing I could 
do; somehow lure the creatures into pits that I would dig, and 
then bury them before they could escape. It seemed impossible, 
but what could I do? 

Niki's wail of pain caught my attention. A creature had 
latched onto his arm. I swung the shovel and drove the creature 
off, but the shovel is not a weapon and cannot damage the alien 
that way. I knew it would soon be back after us. "Run, Niki!" I 
screamed. Niki ran off with the other people, who were now 
fleeing in droves. Soon, the city was deserted. 

The creatures sensed this. It was now time to see if my idea 
had a chance. 


Stage One 

The part of town I was in had many paths. I reasoned that 
hunting down the creatures would be foolish, since they 
outnumbered me. I would let them come to me. 

The Southeast corner of town had only two paths, both of 
which were narrow. I ran there to dig, and sure enough, a single 
hole in each path was enough to close them off. Now there was 
no way a creature could get to me without falling into a hole. 

I stood at an angle to both holes, waiting. Soon, one of the 
hideous beasts slithered around the corner. In his bloodlust, he 
did not notice the pit between us. 

He had fallen! I ran to the edge of the pit. Already, he was 
escaping; his octopus-like arms were groping for rocks jutting 
out from the sides of the pit. Quickly, I threw scoop after scoop 
of dirt into the pit. The creature began to wail. it was the most 
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horrible noise I have ever heard! 

Finally the pit was 4 
filled. But then I 
realized I would 
have to dig yet 
another hole! For 
reasons I have yet to 
understand, I dug out the 
very hole that I had gf i V. x 
just filled. It was as E wy: 
if I knew the alien 
would be dead. 

And he was! The soil had traces of thin 
green trails of a sticky fluid, but that was all. 
Perhaps it was the lack of sunlight that killed them. Perhaps not. 
But if it truly worked, I could destroy them all. 

I stayed in this corner, letting the creatures come to me. I 
killed them all the same way. The final creature sensed that he 
was alone, and began to wail in despair; he moved very fast, 
and I was lucky to bury him before he escaped. 


Stage Two 

Just as I began to sit down, exhausted from the digging, another 
group of the creatures appeared, as if formed 
by the air itself! Luckily, I was still in the 
same part of the village, and I remained in 
the Southeast corner. The creatures fell 
into the pits again; I decided that 
they had no group intelligence, 
or they would not keep falling 

for the same trap! 


Stage Three 


After the second group of 
monsters was defeated, a 
third appeared; all of 
them fell into my trap 
again, except for the last 
one. He seemed to be able 
= to realize that the holes were danger! I had 
— to move out toward him, digging holes 
in such a way so that I was protected at 

all times. Eventually, he fell into a hole. 
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I waited for the next group to appear, resting the shovel 
against the ground. My arms were on fire! But I did not see 
another group appear. I heard Niki cry out, “They are behind 
you!” 

I whirled around. The creatures were now in another part of 
town, waiting for me! They might have group intelligence, after 
all. 


Stage Four 
Hiding in a corner was more difficult in this part of the village; I 
finally decided upon the Northeast corner, although I could 
have chosen another. It normally had only two paths, but a third 
appeared when the Lantern flickered out. 

My strategy seemed to work nicely here as well; the only 
question was whether I could remain strong. 


Stage Five 
A second group appeared; I wondered if a third group would 
appear after I killed these aliens. 


Stage Six 

Sure enough. After I destroyed the final alien in this group, I 
wandered into another part of town and found them there. They 
had moved again. I looked at my shovel; the handle seemed to 
be loosening. 


Stage Seven 

In this part of town, the Northeast corner again seemed the 
safest. And it was. Not only was it closed off by only two holes, 
but there was a Bowl Boat sailing to and fro in the Kyo River. If I 
leaped into it, the creatures would not follow. Perhaps the water 
killed them as well? 

As I dug, I looked around and noticed two closely spaced 
houses in the Southeast corner. I could hide in the space 
between them, but if an alien trapped me...no, this corner was 
safer. 


Stage Eight 

The creatures come in greater and greater numbers! I am afraid 
that my shovel is going to break. I chipped the top of it digging 
one hole; the handle continues to loosen; and the shaft has 
started to splinter in two places. 
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Stage Nine 

The third wave of creatures was vanquished; I searched for, and 
found, another group of them. How much longer would they 
come? Or would they ever stop? 

I began to cry, from both the pain in my body and from the 
frustration of fighting a war I could not win. But then I saw 
Niki, in front of the people on the edge of town. He was crying 
too. How could I fail him? And everyone else? 


Stage Ten 

This section of town was very difficult to dig in. Iron Plates 
scattered about made every place unusable, except for the 
Southeast corner. I had almost no room at all to move! If a 
creature escaped the hole, I was surely dead. 


Stage Eleven 

I became trapped in the Northeast corner, unable to run to the 
Southeast corner. The creatures were just too numerous. So I 
dug in, preparing for one of them to reach me. What would it 
feel like, being devoured? I did not want to know. 


Stage Twelve 
Somehow I escaped the last 


wave of creatures, but more 
appeared soon after. Six of \ 
Uu 


them! Was this the final wave? 
It would have to be, because the 
shovel was falling apart 
in my hands. I had to 
reenforce the handle 
with a sleeve ripped 
from my clothing. 
Finally, after 
waiting in the 
Southeast corner for an 
eternity, I had killed 
all but one creature. 
He came running at 
me, tendrils reaching 
for me, mouth 


agape and dripping 
with green saliva. oi O 
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Into the hole he fell. I started to bury him. And then the 
shovel broke in half! The creature was only half-buried! I began 
to push dirt into the hole frantically, but the creature’s arms 
were reaching out for me... 

And then Niki ran up beside me, using all his little strength 
to help me fill the hole. His arm was badly swollen from the 
creature’s bite, but he kept filling the hole up and up. Finally, the 
creature was dead. 

Niki and I stood back-to-back, searching the horizon. 
Waiting for the next group. 

“Look!” he cried. And I could not believe what I saw... 


At this point, the scroll had decayed beyond legibility. You must 
hope that it will be enough... 


SHH... THE SECRETS 
Are the Kebiishis all work and no play? 

Hardly! Try this: start a two-player game in the Old mode. 
Make the Kebiishis face each other, and then move toward each 
other. They'll link arms and start to dance! 
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Ishido: 
The Way of Stones 


Distributor: Nexoft 
Game Type: Strategy 


WHAT'S GOING ON? 


From the beginning of time, mankind has used “runes,” rocks 
with symbols carved into them, for a variety of tasks. Reading 
the future, making important decisions, and—most 
importantly—playing games! 

Ishido is the culmination of rune games that started at 
Stonehenge, and worked their way through the cultures of the 
world. Can you place the stones onto the game board in such a 
way as to score huge amounts of points? 


WHO ARE YOU? 


Practice, practice, practice and you'll become a master Ishido 
player. 


PLAYERS 


There are both one- and two-player games. There's a two-player 
mode that needs only one Game Boy, and another that requires 
two Game Boys, two Ishido cartridges, and the Video Link. 
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SCORING 


In Ishido, you’re presented 
with an 8 by 12 board. You 
must place 72 stones onto the 
board, one by one, until 
you've placed them all or 
until you can't place them 
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any more. 
Each stone has a 
distinctive shape and | ——— 
Sonre n 


pattern. There are six 
patterns and six shapes. For each combination of pattern and 
shape, there are two stones. That makes 36 pairs, which equals 
72 stones! 

The first, and most basic, way to earn points is by placing 
the stones onto the board in one of four patterns. 


A One-Way (1 point) is scored when you place a stone 
next to another stone of like shape or pattern, or both. 

A Two-Way (2 points) is scored by placing a stone next 
to two stones; one that is the same shape as your stone 
and one that is the same pattern. You can't place a stone 
next to two stones unless the pattern matches one of 
them and the shape matches the other. 

A Three-Way (4 points) is scored when you drop a stone 
next to three stones, one (or two) of which matches in 
shape, two (or one) of which match in pattern. 

A Four-Way (8 points) is the best-scoring formation in 
the game. You must drop a stone between four stones, 
two of which must match in shape and two of which 
must match in pattern. 
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Placing a Four-Way. 
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4-Ways Bonus 4-Ways Bonus 
1 25 8 1000 

2 50 9 5000 
3 100 10 10000 
4 200 11 25000 
5 400 12 50000 
6 600 13 22? 

7 800 


Each Four-Way you complete also does other nice things. First, it 
will double the points scored for any further formations. So, 
after you make a Four-Way, and then make a Two-Way, you'll 
score 4 points instead of 2. Each Four-Way will double this 
again. 

Second, it will give you bonus points at the end of the game. 
The chart below shows the progression of bonus points. 
Finally, you'll get more bonus points if you empty the pouch (or 
at least come close). 


Stones Left Bonus 


2 100 
1 500 
0 1000 


Move 
stone i $ Undo move (in 
Solitaire or 
Tournament) 


r 


pH 
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Open menu | | Place stone 
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LIVES AND HOW TO LOSE THEM 


Once you've exhausted any 
possible scoring situations or 
run out of stones, the game is 

over. 


CONTINUES 


None. Once Ishido has begun, you must place stones until you 
empty the pouch or run out of moves! 


CONTROLS 


See previous page. 


STRATEGY SESSION 
General Strategies 


The squares on the edges of the 
Ishido board aren’t worth any | JEANS 
points, even if you create a | o — ear a 
formation by placing a stone 
there. What you should do is to 
use these edges to set up 2-, 3-, 
and 4-Ways. 

When you first start playing, concentrate on just getting the 
pieces into place on the board. Use the Hints to your advantage. 
Once you understand how this works, start moving toward 
creating high-score formations. 


The Hint option places 
markers (diamond shapes) 
wherever you can place stones. 


The Way of Points: Tile-Placing Strategies 


These strategies aren't the only way to play the game; Ishido has 
an almost infinite number of ways to play. But these strategies, 
used consistently, will give you the edge while playing. 

First, the draw of the stones is left to chance, but you can 
usually place them all if you use the right formations. Of course, 
there will be the occasional "impossible" draw. Try playing with 
the same draw several times to see. 
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Try to strike a balance 
between building in the 
center and building on the 
edges of the board. If you 
spend too much time in 
one area, the other will 
suffer. Look at the entire 
board every time you get a 
new piece, and look at 
every possible placement. 

£ You'll be glad you did. 

A 4-Way has to be built by first forming a diamond 
formation, with a space left in the middle for the 4-Way piece. 
Remember; two pieces in the diamond should be the same 
shape, two the same pattern. 

Also remember not to form 4-Ways for pieces that have 
already been used. If you see two of the same tile on the board, 
that tile won't be in the pouch at a future time. You've used it 
up! 

Use the Shapes tile set. The Ishido symbols are so small that 
they should only be used by an expert trying to add challenge to 
the game. 

If you're playing against a friend in Tournament mode, 
watch what he does. You can often see what he does right and 
what he does wrong—and adjust your game to score points 
more and mess up less. 


SHH... THE SECRETS 


Ishido is a simple, yet 
difficult, game. The main 
secret is planning and 
concentration. Other 
Secrets may reveal 
themselves in your 
Ishido meditations, but 
that's up to you! Just 
remember that you'll 
need a bit of luck—and a 
lot of skill—to win! Oh, 
and remember also, the 
journey is the reward. 
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Kwirk 
Distributor: Acclaim 
Game Type: Strategy 


WHAT’S GOING ON? 


Kwirk is a cool dude—he’s also a tomato! He’s a fearless 
vegetable if there ever was one. So when he found a huge 
underground maze, he and his girlfriend Tammy decided to 
check it out. 

Now Tammy is lost! You’ve got to help Kwirk and his 
veggie friends find Tammy by escaping the maze—but that’s no 
problem for a Chilled Tomato like Kwirk! 


WHO ARE YOU? 


Kwirk, the Chilled Tomato. On some levels, you'll also get to 
control Kwirk’s friends: Curly Carrot, Eddie Eggplant and Pete 
the Pepper. Do you want a salad right about now? 


PLAYERS 


There are two one-player games, 
Going Up? and Heading Out?. 
There’s also the chillingly fun Vs. 
Mode for two players. This mode 
requires two Game Boys, two 
Kwirk cartridges, and the Video 
Link cable. 


Kwirk 


SCORING 


You score points by puzzling your way through the mazes. The 
faster you do them, the higher your Bonus Score. You'll also 
score more points for solving puzzles with fewer moves. The 
more you have to move Kwirk around, the smaller the bonus 
you'll get. 

There aren’t any points to win in the Going Up? or Vs. Mode 
games. You'll only get points for Heading Out?. 


LIVES AND HOW TO LOSE THEM 


There aren’t any vegetarians down in the mazes, so Kwirk is 
safe. The worst that can happen is that he or one of his friends 
gets hopelessly stuck in a maze. Then they'll just have to start 
the maze over again until they (actually you) solve it. 


CONTINUES 


Since you can start a room over at any time, there’s no need for 
these. 


CONTROLS 


Direction 


Pad : 
Go to previous 


menu 


Select new : 
vegetable : : | Restart floor 
: or room 


Pause 


WEAPONS 


Kwirk's only weapon is his red head. He'll need to use his head 
a lot to solve these puzzles! 
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SPECIAL ITEMS 


Kwirk doesn’t need any of these. Tomatoes don’t need power- 
ups! 


FRIENDS 


For some of the mazes, you'll not only control Kwirk, but also 
one of his three friends (Curly, Eddie or Pete). You'll need to get 
every one of them through the maze to win. And of course, 
you're doing all this for Tammy! 


ENEMIES 


The mazes down here are just full of traps and tricks. 


Blocks can be rectangular or square. They're used to 
unstick stuck turnstiles, free up paths for you to travel 
through or to fill in Holes. 

Brick Walls are solid rock! You don't have any dynamite, 
so you'll have to work around them. 

Holes will hold you up unless you fill them in with Blocks. 
Turnstiles spin around when you pass through them. 
They're usually grouped in bunches, and you'll have to go 
through them in just the right order! There are four types 
of turnstile. 


STRATEGY SESSION 
General Strategies 


If a room has more than one vegetable inside it, then rest 
assured you'll need to use them all to get through. Look for 
ways that teamwork will help. 

Look for moves that will obviously cut off any chance you 
have of finishing the room. Just a quick glance can often save 
you a lot of unnecessary moves later on. 

Either viewing angle will work fine—just make sure you 
pick the one you like. 


Chill Out: Kwirk-y Puzzles and Solutions 


Most of the puzzles you'll solve in Kwirk seem different, but 
they're really just variations on a few types of puzzles. On the 
next few pages you'll find a few of the different types of puzzles 
you'll encounter during your underground travels. 
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Here’s a simple turnstile 
puzzle. Kwirk walks through 
the turnstiles, moving them 
both, but he can’t get out! He 
has to come around again; 
this allows him to push the 
flat side out and escape. 


BOR EEE: EE EEE EE Wr qum 


Here is a simple block puzzle. 
Kwirk has to shove the blocks 
properly in order to get 
through. If he pushes the middle 
one, he'll just block his way, so 
it must be one of the side 
blocks. But if he only pushes 
one, he still won't be able to get 
through. But what if he pushes 
both side blocks? Voila! 
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Yommecgems quete gesorgt qm qoo ut qt m es quo 
E m P e I qu m m I m t I t e M m ae 


A combination block-and- 
turnstile. You have to move 
the block out of your way, but 
keep it out of the turnstile's 
path at the same time. If you 
flip the turnstile, you still 
can't get out. Until you move 
the block, that is! 
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Here's a slightly tough 
block-and-turnstile. Kwirk 
knows he'll have to get rid of 
the block in the middle, and 
he figures out how to do it 
rather well! 


Kwirk 


A block, hole, and turnstile - [SCORE | | ELSE ; 
puzzle. Often, you should fill — ATTE ema 
the hole before you move the ILL —— 
turnstile, although there are 
always exceptions 
(especially with these 
puzzles). And in fact, the 
turnstile is just a red herring 
this time. 
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Studying how these puzzles were solved should help you as 
you control Kwirk. Tammy’s guaranteed to be rescued with you 
doing the puzzle-solving! 


SHH... THE SECRETS 


Kwirk’s too cool to need secrets. All you need is patience, and 
the puzzles will be whipped in no time! 
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Malibu Beach 
Volleyball 


Distributor: Activision 
Game Type: Sports 


WHAT’S GOING ON? 


The beach. Sand, surf, and—spikes? Yes! Beach volleyball is the 
hottest sport around! You'll need to bump, set and spike better 
than you ever dreamed of if you hope to survive. 

If you can defeat your competitors, you'll get a signal from 
the referee that's definitely NOT in the rule books! So what are 
you waiting for? Let's hit the beach! 


WHO ARE YOU? 


Beach volleyball is a two-on-two sport. You can play as one of 
four countries, in either the men's or women's league. 


Team U.S.A. has the 
dream team of Spike and 
Buzz on the men's side, 
and the lovely ladies 
Sandi and Buffy in the 
women's division. 
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Team Brazil features two 
tan beach boys—Santos 
and Pedro, and the 
women’s team of Isabel 
and Rio. 


Team Italy is better 
known for its pasta- 
eating than its volleyball 
skill! Giorgio and Enrico 


play in the men’s division, 
while Lucia and Sophia 
represent Italy on the 
women's side. 


Team Japan doesn't get to 
play too much, since it’s 
so cold in Japan! Daisuke 
and Kenji are the men; 
Yoko and Kumi are the 
women. 


PLAYERS 


You can take on the Game Boy, or another player. The two- 
player mode requires two Game Boys, two Malibu Beach 
Volleyball cartridges, and the Video Link. 


SCORING 


Volleyball has simple scoring 
rules. To win a set, you must win 
a certain number of points. In a 
one-game match, you'll need 15 
points. In a three-game match, 
each set is played to 12 points. 
How do you win a point? By 
volleying the ball over the net so 
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that the opponent can’t return it in kind. You can either hit the 
ball strategically (by lobbing) or with brute force (by spiking). Of 
course, if you don’t get the ball over your side of the net, the 
opponent wins the volley. 

The final requirement to winning a point is that you're in 
control of the serve. When you don’t control the serve, you must 
win a volley to regain the serve (called a “side out”). Then you 
can start racking points up again (or until your opponent gets 
the serve back). 


LIVES AND HOW TO LOSE THEM 


Use a strong sunscreen so that you don’t fry to a crisp, and 
you'll be all right! 


CONTINUES 


Once a match has begun, you have to play it through to the end. 
This is beach volleyball, and the sun doesn’t wait for you! 


CONTROLS 


Move Hit ball over net (with A) 
Player 


Jump/Block 
Toss high on serve 
Jump on Jump 
Serve 


Aim 
Serve X 
(with A) Tid Hits ball 
Low toss on 
serve 


STRATEGY SESSION 
General Strategies 


The women’s division has a more leisurely pace of play, and you 
should play it at first to get the hang of serving, setting and 
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spiking. Move up to the men’s division when you feel ready. 
In team ranking, the USA is the best team, Brazil and Japan 
are evenly matched, and Italy is the worst team. 


Give 'em Face: Offense 


Standing serve. 


On the other hand, if you 
master the jump serve, and 
you also master positioning 
the serve into the corners of 
the court, you can often score 
an ace against weaker 
opponents and keep your 
stronger competition off 
guard. Mix up your serves, 
though. After a bunch of 
blistering jump serves into the 
corner, a simple lob serve may 
catch your opponent un- 
prepared. 


The standing-still serve works 
pretty well, and it’s almost 
foolproof. The jump serve 
looks fancy, and in the 
women’s division it works 
fairly well. But in the men’s 
division, it’s a riskier way of 
getting the ball into play, with 
almost no chance whatsoever 
of scoring an ace when you 
play one of the tougher teams. 


Using the jump serve for power! 


When you move your player into position to hit the ball, 
DON’T line up directly on top of the X. Instead, move just a bit 
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Spiking it down their throats! 


behind it. This gives you more 
room for error if you misjudge 
the position of the X. 

Your setup for a spike 
doesn't always have to be 
bump, set, spike. Often, it's 
faster—and catches the other 
team off-guard— when you 
spike off the bump. You'll 
need experience to tell when 
you can get away with this. 
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Roof 'em: Defense 


Blocking spikes seems easy 
but the fact is, it’s quite 
difficult to do. Instead of 
jumping at the same time as 
the spiker, you have to jump a 
moment afterward. This delay 
gets you at the top of your 
jump just as the spiker hits 
the ball. 

When diving for the ball, 
- E don't push the Control Pad. 

Crowd the net. Just press the button and your 
player will dive for it. In fact, 
moving the Pad will often 
mess up the "dig." 

Perhaps the best way to 
defend against a spike is to 
leave your players in the 
middle of the court! They can 
get practically anything with 
a well-timed dig, as opposed 
to needing a small miracle to 
get the ball at the net. 


Go for the dig! 
SHH... THE SECRETS 


Why does the referee wink at you when you win? 
Well... Why not? 
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Motocross 
Maniacs 


Distributor: Ultra 
Game Type: Arcade Action 
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WHAT’S GOING ON? 


Driving a World Class Dirt Bike can be boring sometimes. They 
can do so much—drive upside-down, do wheelies in an instant, 
and even jump over obstacles with Nitro Boost power! Regular 
motocross tracks become bunny courses. 

So someone finally constructed eight motocross courses 
worthy of World Class Dirt Bikes. In fact, maybe too worthy. 
You're not bored anymore—but will you be able to master these 
new courses? 


WHO ARE YOU? 


Past, present, and hopefully future ruler of the motocross world! 


PLAYERS 


There is both a one-player mode with three skill levels (and 
three different opponents) and a two-player head-to-head mode. 
This mode requires two Game Boys, two Motocross Maniacs 
cartridges, and the Video Link. 


163 


Nintendo Game Boy Secrets 


SCORING 


Motocross racing has one only requirement for winning: driving 
like a maniac! You'll have to finish each track in a certain time. 
And the higher the difficulty level, the less time you'll have. 


LIVES AND HOW TO LOSE THEM 


Luckily, the protective gear for motocrossers 
is excellent. Even if you crash and burn 
trying to complete a course, you can go at it 
again and again until you finish. 


CONTINUES 


Continues aren't needed in this game, since you can race any 
course at any time. 


CONTROLS 


Wheelie N air longer 
(on ground) 


Crash! 


Nitro Boost 


Throttle 


WEAPONS 


Sorry, but no explosives are allowed in this motocross league. 


SPECIAL ITEMS 


While racing around the course, you'll stumble upon lots of 
Power-Ups. Some of them are hidden, and will only be revealed 
when you do flips in their location. 
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Bonus Time will add ten seconds to the qualifying time 
for the course. On the harder levels and courses, these are 
required to win. 

Jet Propulsion Fuel lets you activate the Turbo Booster 
even when you're off the ground! 

The Maximum Speed Multiplier will increase the 
maximum speed of the bike. There is a limit to how fast 
even a World Class bike can go, though. 

Mini-Maniacs follow behind you. 

Nitro Turbo Boosts are canisters of pure Nitro fuel. Try 
them and see what happens! 

Radial Tires add traction to the bike, keeping it steady 
during bumpy parts of the course. 


FRIENDS 


The racers you're going up against don't have time to be 
nice—they're trying to win! 


ENEMIES 


Your biggest enemies are the eight courses. Each one has a strict 
time limit, depending on the difficulty level you've chosen. 


Qualifying Times 

A Level B Level C Level 
Course One 1:20 0:45 0:16 
Course Two 1:25 0:50 0:26 
Course Three 1:19 0:59 0:32 
Course Four 1:12 0:35 0:14 
Course Five 1:44 1:05 0:45 
Course Six 1:28 0:50 0:30 
Course Seven 1:29 0:45 0:25 
Course Eight 1:18 1:05 0:35 


There are also three different computer opponents. 


Crashin’ Vernin will race you around the A courses. 
Skeeter Skid Mark will buzz the B courses. 
Izzy Insanity will drive you nuts on the C courses. 


STRATEGY SESSION 
General Strategies 


You'll do more crashing than driving until you figure out how to 
make the Control Pad do what you want during the race. 
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Controlling the wheelies with precision is necessary to power 
over Rocks (and Hard Places) or onto ramps. 

Memorizing the courses is the only way you'll ever finish 
the tougher ones. In fact, you'll also need to find hidden power- 
ups on some of them, too! Try spinning in seemingly ordinary 
places to uncover these. 


Motocross Mania: A Guide To The Courses 


The courses you'll be racing are full of treacherous traps. 
Unfortunately, the Motocross Maniacs Maniacal Manual doesn't 
show you what they are or how to avoid them! Learning on the 
job is usually okay, but not when your career is at stake! Check 
out this guide—your bike may depend on it! 


FEYTSXYIIfTTT 


The Head Spinning Loops won't throw you for a loop as long as 
you hit the Turbo to get into the Loop, and then hold the Pad Up 
to stay inside. Gravity will do the rest! 
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PPTISUIPIGSfSE ORRATTT TAGE 


These Loops aren't tricky until you come off the first part. Then 
you have to spin to the left, until your bike has a good landing 
angle. Don’t angle too much or too little or the bike is history! 


= 


Cr 


The Rock and a Hard Place is really just a solid Rock! Doa 
wheelie and Turbo over it before you pull a move that no one 
likes to do—it's called a crash! 
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The Macho Dirt is horrible for 
your traction. You'll usually 
have to jump from dirt ramp 

to dirt ramp to avoid it. These 

are easy jumps, so don't 
overcompensate on your 
landings. 


The Mini-Maniac really 
doesn't do much. He looks 
pretty cool, though! 


SHH... THE SECRETS 


Motocross Maniacs don't keep secrets. The only "secret" is 
maniacal driving! 
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Nemesis 


Distributor: Ultra 
Game Type: Arcade Action 


WHAT’S GOING ON? 

Congratulations! You're the chief of the Interplanetary Police. 
Besides the obvious perks like being able to travel at lightspeed 
in sub-lightspeed zones, you are now the proud owner of a 
Proteus 911. 

Of course, now that you're the chief, you'll have a lot of 
responsibilities. Like destroying the evil forces of King Nemesis. 
He's infested five locations with his army of spacecraft. But the 
Proteus 911 can handle it! The question is, can you? 


WHO ARE YOU? ' 


Chief of Police and pilot of Proteus 911. This has led King 
Nemesis to put a bounty of one billion dollars on your head. 
And no, you can't quit. 


PLAYERS 


There's only one Chief, and only one player. 


SCORING 


Destroying the forces of the King racks up points. The larger, 
more dangerous Bosses are worth the most points of all. 
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LIVES AND HOW TO LOSE THEM 


Normally, you'll start the game with three lives. By using the 
Configuration Screen, you can set this to anywhere from one to 
one hundred lives! 

There isn't any damage gauge for the Proteus; even grazing 
an enemy laser means certain destruction. The Proteus was built 
for offensive fighting, not defense! 


CONTINUES 


While there isn't any continue feature, you can use the 
Configuration Screen to begin your mission from any of the five 
levels. 


CONTROLS 


Direction 
Pad 


Activate 
Power-ups 


Pause 


WEAPONS 


Some of the King's ships will leave behind Power-Up Capsules. 
Grab the capsule and you'll see the readout at the lower-left of 
the screen increase. Press the B Button when you see the Power- 
Up you want. 


Speed Burner (S) will increase the Proteus’ speed. 
Missiles (M) gives you two super-destructive ATAMs 
(All-Terrain Attack Missiles). 

Double Gun (D) gives you two laser beams! 
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Laser (L) is a long, destructive light-stream. 

Option (O) gives you a double of the Proteus that will 
mimic its actions, including firing lasers! 

Force Field (F) will absorb three laser hits, and then 
disintegrate. 

The Enemy Annihilation Capsule isn’t a normal Power- 
Up, but will destroy every ship on the screen! 


SPECIAL ITEMS 


There are two Power-Up Capsules that won't boost your 
firepower, but your points or lives. 


The Bonus Capsule (B) will reward you with lots of 
bonus points. 

The 1-Up Capsule (1) gives you a free life. Of course, if 
you select 100 lives, this isn't as valuable! 


FRIENDS 


There's nothing like a hot laser to keep you company in the 
vacuum of space. And that's all you'll have for company! 


ENEMIES 


Each level is packed with lesser spacecraft, which can be taken 
out with a single hit from your Proteus. But the Bosses of each 
level are tough to destroy! 


STRATEGY SESSION 
General Strategies 


You can have the Double Gun or the Laser, but not both. The 
Double Gun covers more of the screen, but the Laser is more 
powerful. Go with the weapon that best suits your mode of 
attack. 

Turn the Auto Shot on! Even with your weapons firing 
themselves, you'll still have to dodge and weave through many 
enemy formations. 


Reading the VidLog: How to Attack the King 


While you were fueling up the Proteus in preparation for your 
attack, you noticed a small green light flashing on the control 
panel. It indicated that there was data stored in the VidLog. 
Curious, you pressed the PLAY DATA button. 
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Onto your VidScreen flickered an old, weathered face. You 
could tell by his uniform that he was the previous Interplanetary 
Police Chief—your predecessor. The last you'd heard, he had 
quit because of the job stress. No kidding. 


“Whoever is watching this, you're the latest Police Chief. I 
know you are because I programmed the VidLog to bring up 
this message whenever the Proteus’ co-ordinates were set to 
King Nemesis’ domain.” 

"I don't have too much to tell you; most of what you learn is 
in the heat of battle, and no amount of VidSimulators could 
prepare you for that. But I have some advice—advice that may 
just bring you back alive." 

"The King's domain is separated into five Stages of attacks. 
Each Stage is more difficult than the last. At the end of each 
Stage is a Boss, a huge spaceship with incredible weaponry.” 


“Without the Power-Up 
Capsules, you wouldn't have 
a chance. Even with them, it 

will be tough. I usually use 
the Speed Power first; the 
Proteus is a sluggish 
spacecraft. 


Then I'll get two Capsules to 
obtain the Missiles. 


Finally, I save up for the 
Double Shot. Now I'm firing in 
three directions, and covering a 


“So here's my advice: Once 
lot of range. 


you've got the weaponry, 
you need the protection. Start hoarding Capsules for the Force 
Field. Once you've activated it, collect six more Capsules as 
quickly as you can. That way, when your current Field runs out, 
you can instantly activate another one." 
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“Oh, and by the way, 
program the Proteus for Auto 
Fire; pilots are pilots, not 
gunners! But other than that, 
you should leave the controls 
alone. The default mode 
works fine.” 


“Keep the Proteus on the left side of your VidRadar screen. Most 
of the attackers come from the right, and you'll want the extra 
time to react accordingly.” 


"The King’s men are very repetitive. They're trained to fight 
in groups, by the same VidLearning consoles. This means that 
their attack patterns will be the same every time. Learn to 
recognize the patterns." 

^While I was still Police Chief, I was able to confiscate this 
VidDisc. It contains the entire first Stage. Watch it carefully." 


“Your initial attackers will be 
the Wingers. They fly in 
formations of four, zig- 

zagging across the screen. If 


you take out the first one, 
stay still and let the rest fly 
into your bullets.” 
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“This attacker is simply 
called The Alien. It also 
flies in a zig-zag pattern, 
but since it’s large, it’s easy 
to hit.” 


“Kulls are more annoyance 
than threat. They attack 
with the Wingers, trying to 
draw your fire. You'll 
usually hit them while 
you're going for the 
Wingers anyway." 


"The Blitzes are pretty 
speedy, and you'll need to 
be powered-up in speed to 

keep up with them." 


“Duckers walk along the 
top and bottom of the 
VidRadar. With Missiles, 
you can shoot the ones on 
the bottom easily. Double 
Shot will get the ones on 
the top." 


174 


Nemesis 


“Codas spit out Asteroids. 
Get rid of the Coda quickly, 
because the Asteroids will 
clutter up your 
maneuvering room very 
quickly.” 


“These volcanoes spew forth 
huge rocks. Stay on the left 
side of the screen, evenly 
aligned with the top of the 


volcanoes. This will keep you 
out of the path of most of 
them, but you'll have to 
dodge a few." 


“Here's the first Boss. The 
Intergalactic Super Force will 
weave up and down, firing a 
battery of lasers. Dodge 
above or below the lasers and 
shoot the Super Force in the 
center. This is the only 


..| vulnerable part of the craft.” 
pes ame Fees Fg Fe Eo 27600 


"That's the VidDisc. Go over it again. Memorize it." 


SHH... THE SECRETS 


Just as you reach to turn off the VidLog, the man speaks again. 

"One final thing. If things get too hot, and you need some 
firepower, try this. Press Start and move the controller Up, Up, 
Down, Down, Left, Right, Left and Right. Press B, A, then Start. 
You should find these weapons helpful. Just remember that you 
can only use this once. It's too draining on the Proteus." 

"Good luck, whoever you are. May the Force—nah, that 
line's too old." 
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Ninja Boy 
Distributor: Culture Brain 
Game Type: Arcade Action 


WHAT’S GOING ON? 
Ninja World was a happy, peaceful place populated by Ninjas 
and ruled over by the beautiful Princess Ling-Ling. But the 
peace was ruined forever by the Yoma Clan and their leader, the 
oh-so-evil Dragon Shogun. 

All the weapons have been taken and are being used by the 
Clan. The Princess is being held captive. And only one person 
can defeat the Clan. His name is Jack. He’s Ling-Ling’s 
boyfriend—and he’s the Ninja Boy! 


WHO ARE YOU? 


Jack, a Ninja Boy if there ever was one! 


PLAYERS 


Only one Jack attacker at a time. 


SCORING 


Jack scores points by beating up the members of the Yoma Clan, 
by finding Special Items and by stumbling upon bonus rooms. 
Ninja World is full of things to find! 
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LIVES AND HOW TO LOSE THEM 


Jack starts out with five lives. He loses one every time he’s hit by 
an enemy or an enemy’s weapon. Jack can’t swim, either, and 
he’ll drown if he falls into water. Run out of lives and—well, 
you know what will happen. 

Earn extra lives by collecting E (for Energy) Balls, and by 
finding 1-Ups. You can have a lot of lives, so stock up on them! 


CONTINUES 


Jack’s got to make it through without any kind of continue. It 
won't be easy, but who wants an easy quest? 


CONTROLS 


Direction : 
Pad —" Kick 


(with Direction 
Pad for Miracle 
Pa Kick) 


Punch 
Activate 
Invincible 


Capsule With 


Pause ; 21 F Direction 
Pad for 
Sword Pose 


WEAPONS 


Jack starts with four powerful weapons—his fists and his feet! 

Jack's Punch Power has six levels of power, from 0 (the 
lowest) to 5 (the highest). 

Jack's Kick stays at the same level of power, but the Miracle 
Kick can do quite a bit of damage. Jack starts out with ten 
Miracle Kicks available to him, and can find more as he 
advances in his quest. 

If he finds it, Jack can use the Sword. There are two even 
more powerful Swords; the Double Ninja Sword and the 
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Imperial Sword. The Imperial Sword is the only weapon strong 
enough to damage the Dragon Shogun. 


SPECIAL ITEMS 


There are so many Special Items around that it’s genuinely hard 
not to find them! Punch the rocks, walls, and Clan members to 
uncover them. 
Beads bring bad things to sight—like Mr. Coffin, who is 
normally invisible. 
The Black Luck Star is needed to fight Mr. Coffin. 
The Black Scroll slows down Uni-Gon, a massive Boss. 
The Boink Hammer will bust through walls and fences in 
your way. You can only use it five times. 
The Candle lets you see hidden traps! 
The Crystal Ball will limit the number of bullets that the 
nasty Boss, Golem, fires at you. 
The E Ball helps you obtain extra lives. For every five E 
Balls, you're awarded an extra life. 
The K Mark isn’t a bargain store; it adds a Miracle Kick to 
your kick account. 
The Key opens up a stairway to a Bonus Stage. 
Lightning Shoes speed up Jack’s walking. Like the Wing 
Shoes, if you lose your life you lose the shoes. 
Without the Magnifying Glass, you won't be able to see 
QP Fox, a sly Boss. 
The Mirror will reflect the beams and lightning of Mr. 
Coffin, but it only works if he attacks from the front. 
Collect Money Bags to obtain other special items. For 
every five Money Bags you grab, one E Ball will appear. 
You can also get a P Ball by collecting six to eight Bags 
and pressing Select. To receive the Double Image Attack, 
collect nine Bags and hit Select. 
A 1-Up unsurprisingly gives you one life. 
The Potion slows down the deadly Dragon. 
A Question Mark Ball can be almost any kind of Item. 
Get it at your own risk! 
The Shuriken Ball arms you with the deadly Shuriken. 
There are five types to shoot from. 
Spike Shoes give you traction in icy places. 
The White Scroll’s power will be the only thing that can 
defeat Princess Cat and the Magician. 
The White Luck Star absorbs some of the damage done 
by transformational beams(!). 
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Wing Shoes lift you above ponds and traps. If you die, 
though, you lose them. 

The X Ball makes all your Money Bags disappear! Don't 
grab it! 


Normally, a Bonus Stage has you punching E Balls and Apples. 
Apples give up 1,000 points, and sometimes become K Marks or 
1-Ups. During a Bonus Stage, you can’t lose a life, and you have 
unlimited Miracle Kicks. 

Sometimes, one of the following Items will be at the bottom 
of a Key passage. 


Anywhere Doors let you go anywhere! Select the Stage 
you want to go to and there you are! 

Break Time gives you a staggering 500,000 points! 

Warp Holes take you to specific Stages. 


FRIENDS 


Unfortunately, all the other Ninjas are powerless! You've got to 
win this fight on your own. 


ENEMIES 


The Yoma Clan is so big that describing all its members is 
impossible. Here are a few of the major enemies you'll fight. 


Dooragon is big and fast! You must have the Potion to 
slow him down. 

Dragon Man is tough. You'll need a Sword to win! 

The Fire Skull appears when you fool around too long on 
one Stage. You have to jump over him three times to make 
him disappear. 

The Magician pulls transformation beams out of its hat! If 
one hits you, you'll turn into a rooster for a short time. 
You need a trio of Special Items: Sword, White Luck Star, 
and White Scroll. 

The Monster of Dark Spirit lives in the Ice Castle. You 
must be armed with the Sword to win. 

Mr. Coffin attacks in two ways; with a choking grab and 
with a deadly beam. Without the Black Luck Star, you 
can’t win! 

Princess Cat shoots beams that turn you to stone! You'll 
need the White Luck Star and White Scroll to beat her. 

QP Fox looks like Jack! With the Magnifying Glass, you'll 
see his true form. 
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Uni-Gon looks like a mummy, but he wants you in 
bandages! Aim at his upper body with your attacks. 

The Dragon Shogun is your final enemy. Use the Imperial 
Sword to hit his head! 


STRATEGY SESSION 
General Strategies 


When you defeat the number of enemies needed to clear the 
level, any remaining enemies will become much faster. If you 
still need to get something on the level, be quick! 

You can’t be moving and execute a Miracle Kick at the same 
time. Press B when you're standing still, and then move the Pad 
in the direction you want to Kick. 

If you've collected five or more Money Bags, you should 
avoid Question Mark Balls so that you don't get an X Ball. If you 
have fewer than five Bags, you don't have as much to lose, and 
taking the risk is worthwhile. 

Try to remember the locations of rocks that give you 
beneficial Special Items. They will be in the same rocks each 
time you play. 


Ninja Knowledge: A Guide to Ninja World 


Since every World is so full of blocks and bricks to punch, this 
guide will only give you the locations of some of the major 
Items, Bonus Stages and other goodies. Other items, like Money 
Bags for instance, are simply to common and numerous to 
mention. 

The locations of special rooms—except for the Bonus 
Stages—will be in The Secrets. Don't use these rooms until you 
have become very proficient in the game. Otherwise, you'll 
warp ahead to a location that's much too difficult. 


World 1-1 

Walk Northeast until you're below two 
lakes. Punch the rocks here and one of 
them will reveal your first Shuriken [. - 
Ball. Punch the ball and Jack will turn f =. 
dark, indicating that the Ball is | ~~ 
working! Now try punching; Jack will 
also throw a Shuriken! Remember that 
Jack is still vulnerable in this state; he’s Es 
just a lot better-armed. 
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Now move to the Northwest corner, 
below another pair of lakes. This time, one of 
the rocks will open up a passage! Walk down 
the stairs and you'll be in the... 


Bonus Stage 


The Bonus Stage is lots of fun. 
You have unlimited Miracle 
Kicks, and nothing can hurt you 
(on this Stage, anyway; some of 
the later Stages will have 
dangers). So how should you 
clean up on points? 

Try walking around the 
boundaries of the screen in a 
clockwise or counterclockwise 
direction. Since the Apples and E Balls won't come from the 
same area for very long, you must keep moving around to catch 
them all. 

The Miracle Kick will let you travel around the borders 
faster, although you can simply walk as well. It's up to you. 

Once the timer runs out, your points will be tallied and 
you'll return to... 


World 1-1 (revisited) 

Search around for minor Clan 
fighters and punch them out until 
you hear a ringing sound. This 
means that you have defeated the 
required number of enemies needed 
to open the exit door. It also means 
you should hurry North and find the [EE - — —- 
door! Go inside and you're off! The Door is open! 


World 1-2 


Walk North and you'll find a fence. Punch 
the bricks left of the fence to get the 
powerful Shuriken Ball! Go to the Northeast 
corner and pummel the blocks between the 
fence and the arrow to find the Black Luck 
Star! You'll need all the luck you can get! 
Now that you've got your items, start 
punching people to get the door open. 
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Watch out for the new enemy, a large guy with a larger staff! 
He'll take two hits to kill. Once you hear the tone, go North to 
the door. 


World 1-3 

Go East and punch the blocks to the left of the lower arrow 
(there are two arrows on this side). You'll get the Shuriken Ball. 
Then go due North and punch the blocks to get to a Bonus 
Stage. Once you've finished the Stage, keep defeating Clansmen 
until the door opens. 


World 1-4 
There are two new enemies here. Mr. 
Coffin is the first one; he will be 
invincible unless you have a Black 
Luck Star. Normally, you won't have 
one, but if you've been up to some 
tricks of your own, you might. AE 
uu mue Ee EDT The other meanie is Uni-Gon. 
= He's very fast! If he charges you, use a 
Miracle Kick to get out of his way. You 
can destroy him with three or four 
punches. 

The only passage you'll find is a 

E —— ———d Warp, but an unhelpful one. Just 

concentrate on defeating the Clan members. Use your kicks to 
close in on the staff-stickers. Wait for the beep, and then go! 


World 2-1 

This World is a treasure trove! Start out by moving North. Do a 
kick to flip over the fence in your way. Hit the bricks just above 
the two trees to get the White Luck Star and the Wing Shoes. 
Now you're armed against Mr. Coffin, and you can walk over 
water, too! Not bad. 

Go to the Northeast corner and hit the stone to the right of 
the tree to find the White Scroll. You'll need this Item! Finally, 
walk to the door and knock out the bricks just South of it to 
uncover the Bonus Stage. 

Wrap up the Stage by punching goons until the door opens. 


World 2-2 


Don't move! Hit the bricks to your left and you'll instantly find 
the Candle. Now walk to the “bridge” between the lakes and hit 
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the bricks in your way. One of them gives access to the valuable 
Bonus Stage! 

The last Item to get is in the group of bricks just Southeast of 
the door. Shuriken Balls sure are helpful! Use them to finish up 
the World by killing off the foes. 


World 2-3 

Walk East as far as you can, and then walk North. Next to this 
zigzag terrain are a few bricks. One of them has a Shuriken Ball 
inside. 

Use this to knock off all the Clan members you can. You'll 
have to get into the habit of using your Kick a lot more; if you 
walk into punching range, your opponents will often just 
clobber you. 


World 2-4 


Hey! Everybody looks like you! At least these monsters have 
good taste! Walk North and hit the rocks just below the door 
for a pair of Lightning Shoes, and the more important item, 
the Magnifying Glass. Now some of the Jack clones will turn 
into QP Foxes! Look for the Foxes and punch them. You'll 
escape this World a lot faster than if you waste your time 
punching the Jacks. 


World 3-1 

Flip on up to the door and hit the 
bricks below it. You'll get some 
Spike Shoes, a Shuriken Ball, a 
Black Scroll, and open up a Bonus 
Round passage! 

There's a location on this level 
where doing a flip pays off in a 1- 
Up! It can be difficult if there's an 
enemy in the way, so be careful. 


E mo i IER 


Find the 1-Up! 
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World 3-2 

Hit the rock above the Eastern arrow for Spike Shoes, and hit the 
rock below the Western arrow for the Double Ninja Sword! Then 
go jump in the lake... No, no. Just kidding. Jump ACROSS the 
lake and hit the bricks there for more Items (including a Mirror) 
and a Bonus Stage. 


World 3-3 

Look below the Western arrow for a handy key. Other than that, 
there’s nothing of importance. Although you should see The 
Secrets just to make sure! 


World 3-4 
Uni-Gon will return on this level! 
By now, you should have the 
Sword, so you might even be able 
to kill him! If you can’t, use the 
arrows to escape him by running 
into one (and teleporting over to 
the other one) just as he 
approaches. 

One of the lakes in this World spews out bullets. Don’t try to 
be sneaky and flip over the lake. Just avoid it. 


World 4-1 


= Hit the bricks between the idols for a 1-Up, 
=] Spike Shoes and a Boink Hammer! Then 
| jump across to the top. You'll need a Miracle 
Kick to get over the lake. With the Boink 
Hammer, you can just bash through the wall. 
There's a Shuriken Ball in the brick closest to 
the North side of the wall. 


World 4-2 
Run to the East and hit the brick 
below the idol to get to the Bonus 
Stage. This Stage is pretty tricky, 
though; a stream of bullets will cut 
the screen in half. Leap over the 
bullets, or quickly run between two 
of them. 

Uni-Gon will attack you several FZ : 
times on this level. Avoid him as Another Bonus Stage. 
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much as you can. The Shuriken Ball is hidden in a brick to the 
Northwest; it will help you a lot! 


World 4-3 


Walk over to the East idol and flip into 
the space behind it for a Crystal Ball 
inside the rock. Then head back to the 
West to find your Shuriken Balls. 
They'll be handy against the Mr. 
Coffins and evil Bats you'll fight! 
The Bonus Stage is to be found in 
=e —-—-—] the space behind the Western idol! Get 
Find the Bonus Stage. Your points and then get out of this 
diificult World. 


World 4-4 
Stay in the middle of the screen 
and let your enemies come to you. 
Otherwise, the bullets that 
continuously stream across the 
sides of the screen will certainly hit 
you. Keep hitting them until the 
Monsters of Dark Spirit appear! ll 
Move to the sides of the Monsters as you attack them; 
otherwise, their bullets will certainly hit you. You'll need to 
defeat them both before the door opens. Win and you've saved 
the ice castle! 


World 5-1 

The Bonus Stage is to the East, in the "stone" (it looks like a 
skull!) left of the arrow. Once you're done, flip over to the 
Eastern island and get some Wing Shoes. Then you can safely 
walk across the water to the Western island. The walk is worth 
it; you'll get the mighty Imperial Sword! 


World 5-2 

Your attackers are fast and ferocious! Concentrate on the stones 
on the Eastern half of the World, and find the Candle. Don't 
waste too much time opening stones to the West—just beat 
enough enemies to open the doors and go! 


World 5-3 
Start your Item collection at the Southwest corner. Try all of the 
stones there, including the one on the "island" for a Potion. 
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Then go up and hit the stones East 
of the door. 

For your crawling enemies, 
use well-timed Kicks to land on 
them. This is the best way to beat 
them. 


World 5-4 


very quickly unless you have the 
Potion, and he’ll be unbeatable 
unless you have the Imperial 
.| Sword. Luckily, you have both of 
4| these by now...right? 
4 There’s a Bonus Stage almost 
s 4 directly in the middle of the World. 
Yoü can use it if you want you, but don’t waste too much time 
on this level or another Doogaron will appear! 


World 6-1 
Abra-cadabra! Here comes the 
Magician! He'll blink in and out of 
the World, firing bullets in four 
directions. If one of them hits you, 
you'll be turned into a chicken! 
Hit him with the Sword and he 
won't be casting any more spells! - 
The Bonus Stage is on the Western side of the World, above 
one lake and left of another. The Shuriken Ball is near the 
volcano on the Eastern side. 


World 6-2 

EM — X Look between the volcanoes; both 
the Bonus Stage and the Shuriken 
Ball are hidden there. 

Uni-Gon will be roaming this 
World. You might also run into a 
huge lightning bolt! It can be 
shocking if you're not careful. 


World 6-3 
If you need some Shoes, you'll get them in this World. The 
Lightning Shoes are underneath the Eastern arrow, while the 
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Wing Shoes are in the Southeast 
corner. Don't jump over to the 
islands, because you won't find 
anything of interest. 


World 6-4 

Dooragons do wreak havoc in this 
World! Head straight for the Northeast corner and get the 
Shuriken Ball. You'll need its power to survive! 


World 7-1 

Jump over to the island in the Northeast corner and your 
enemies will start to flash! Use this opportunity to slaughter 
them! Otherwise, there's nothing exciting. Just get the door 
open! 


World 7-2 

The Bonus Stage is way up in the Northwest corner. Collect your 
points and then battle the Magicians to get the door open. 
Where did all the Special Items go? Well, you've got most of 
them! 


World 7-3 

There's a pair of Wing Shoes in an invisible location in the 
Northwest corner! Grab them so that you can walk across the 
water in your search for battle. 


World 7-4 

There's another hidden Item, the 
Beads, just below the right side 
of the door frame. Swing the 
Sword and you'll find it. The 
rest of the World is just a tough 
battle with the Dooragons and 
the Uni-Gons! 


There are some Beads hidden behind the cannon on the Western 
side of the screen. Get them and try to survive. The door will 
open eventually! 


World 8-2 
You're going to spend most of time in this World as a chicken. It 
can't be helped; there are just too many Magicians to handle. 
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Stay in the places where there 
aren't many enemies. This way, if 
you undergo a fowl transform- 
ation, you can avoid them until 
you return to normal. 


World 8-3 € 

; dica Hit the bricks on the left side of the 
row of bricks to find an item and a 
passage. You don't want to take the 
passage, however. Look for the 
hidden Items way below the door. 
Then get the door open and 
prepare for the final confrontation! 


World 8-4 

This is it! The Dragon Shogun has been waiting for you. See The 
Secrets if your Ninja skills aren't good enough. But they'd better 
be! 


SHH... THE SECRETS 
How do 1 defeat the Dragon Shogun? 


When the Shogun starts to vibrate, he's getting ready to shoot 
three fireballs at you! One of them goes straight, the other two at 
an angle. Dodge between two of them. 

Use your Miracle Kicks to flip at the Shogun when he charges 
you. When you land behind him, turn around and give him a 
quick chop! Then get ready to dodge again. 

If you're really sneaky, you can use the Kick to get onto the wall! 
Be careful not to get trapped here, though. Save Ling-Ling! 
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Where are some locations of the Anywhere Doors, Break Times, and 
Warp Holes? 


Ninja World should have been 
called Hidden World! There are 
secrets everywhere! Here are most of 
the portals to discover during the 
game—how many more can you find? 


World 1-2: Hit the bricks on the West 
side, just above the arrow. You'll 
uncover a passage to two Warp Holes. 
World 1-4: Hit the brick just South of 
the door to open the passage to the 
Warp Holes. Anywhere Door. 
World 2-3: Flip past the trees to the two 
bricks. Hit them and you'll open a 
passage to the Anywhere Door. 
World 3-2: Hit the rock East of the door 
for a Warp passage. 
World 5-1: Hit the rock above the | 
Eastern island to uncover the passage. 
World 5-3: Hit the rocks next to the 
Eastern arrow for a Break Time! 
World 5-4: 
Hit the block 
in the middle of the screen for an 
Anywhere Door. 
World 6-4: Hit the blocks just 
Northwest of the Eastern volcano for 
an Anywhere Door. 
World 8-3: Hit the bricks on the left 
side of the row of bricks to open a 
passage to an Anywhere Door. 


Anywhere Doors. 


Break Time! 
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Revenge of the 
‘Gator 


Distributor: HAL America 
Game Type: Arcade Action 


PUSH START REY 


HAL LABORATORY Bran. 
LICIEMDCLD BY NANTES OD 


WHAT’S GOING ON? 


Alligators are sick and tired of the treatment they have been 
receiving from humans! Being made into boots and being 
hunted for sport were the final straws. But the ‘Gators didn’t 
want to go on a rampage—that wasn’t their style. 

Instead, they invented a tremendously addictive pinball 
game and placed themselves within it. Then they released 
themselves to the public. Now, whenever someone loses a ball, 
they get their revenge! 


WHO ARE YOU? 


Whoever you are! The ‘Gators are waiting! 


PLAYERS 


The ‘Gators thoughtfully included both one- and two-player 
games. The two-player game requires two Game Boys, two 
Revenge of the ‘Gator cartridges, and the Video Link. 


190 


Revenge of the 'Gator 


SCORING 


Being a pinball game, you score points for just about everything 
you do! Here’s a breakdown of all the possibilities in the one- 
player game. 


Bonus Stages 


Stage One: Knock out the blocks underneath the “Gator, 
and then hit him for 10,000 points. 

Stage Two: Break through the eggs and hit every baby 
‘Gator for 30,000 points. 

Stage Three: Hit all the ‘Gators within the holes for 50,000 
points. 


Screens 


Screen A: Fill up the ‘Gator in the middle of the screen 
with fish from the loops, and he'll fall out of his cage. Hit 
him for either a free ball, or to advance the Bonus 
Multiplier on Screen D by one (2000 X 1 to 2000 X 2, and 
so on). 

Screen B: Each block is worth 100 points. 

Screen C: Play the Slot Machine for bonuses. Get three 
Stars to increase the Bonus Multiplier on Screen D by 
one. Get three Fish to cause every post and side saver to 
appear. But don’t get three Eggplants, or all your posts 
and side savers will disappear, and the Bonus Multiplier 
will reset to 1000 X 1! 

Screen D: The Bonus Multiplier is on this screen. 
Whenever you lose a ball, you'll receive the Bonus 
Multiplier as consolation. 


Targets 


Bumpers—Screen A, B, D - 500 pts. 
‘Gator Mouths—Screen D - 1,000 pts. 
"Gator Noses—Screen C, D - 300 pts. 
Holes—Screen B, D - 1,000 pts. 
Kickers—Screen D - 10 pts. 
Lanes—Screen C - 100 pts. 

Out Lanes—Screen A, B, C, D - 500 pts. 


In the two-player mode, you can lose points if your opponent 
hits the targets on your side! You'll also lose 100 points if you 
lose the ball. 
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LIVES AND HOW TO LOSE THEM 


In the m de you jase the ball if it rolls off the 
bottom of Screen D. The ‘Gator gobbles it up! 


In the two-player game, when one player hits zero points, a 
‘Gator and Crossbones will appear. When the ball hits this, the 
game is over. 

You get three balls to start with in the one-player game; you 
can win one extra ball during the game. 


CONTINUES 
Nope! These ‘Gators aren’t THAT merciful. 


CONTROLS 


Right Flipper 
Plunger 


Choose menu ; d 
selection | | Right Flipper 
or Plunger 


Pause 
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WEAPONS 


Your deadly accuracy with the flippers will be your only 
weapon! 


SPECIAL ITEMS 


Each Screen has its own Special Items in the one-player game; 
these are detailed in the Strategy Session below. 

In the two-player mode, there are a variety of power-ups to 
collect. 


The Center Block Item makes several blocks appear in the 
middle of the screen. Blast through them with the ball. 
The Flipper Item makes one flipper disappear! 

The Gravity Item fools with the laws of nature. 

The Heavy Item gives the ball some weight. 

The Return Item returns the screen to its original state. 
The Reverse Item swaps your score with your opponents’. 
The Savers Item gives you the stopper and side savers. 
The Score Item gives you 100 points! 


FRIENDS 


In the two-player mode, your friend is your enemy! 


ENEMIES 


The ‘Gators aren’t going out of their way to make you lose; you 
do that yourself! But they won’t make it easy to win, either... 


STRATEGY SESSION 

General Strategies 

A strategy that most pinball wizards use can be used in this 

game, too. When the ball rolls slowly onto a flipper, hold the 

flipper up and the ball will come to a stop, being held by the 

flipper. Then release the flipper and the ball will gently roll 

down the flipper, letting you shoot it at the right moment. 
Never, ever use both flippers at once. Not only does this 

look funny, but sometimes the ball will ricochet off one of the 

flippers only to hit the other flipper! 


‘Gator Aid: Screen-By-Screen Strategies 


We made friends with a renegade 'Gator and he let us in on a 
few tidbids of 'Gator wisdom. It only cost us an arm and a leg... 
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SCREEN A: The topmost screen 
is pretty tough to get to, but 
it’s worth it. Your first and 
foremost priority should be to 
fatten up that ‘Gator and win 
the free ball. Hitting the drop 
targets is nice, too, to get the 
savers. Finally, the slot to get 

to Bonus Stage 3 is in the 
upper right corner, not the upper left corner as in the manual. 
(The ‘Gators are trying to confuse you!) 


SCREEN B: By hitting all the 
targets on one side, you can go 
to either Bonus Stage 2 or 
Screen A. If you haven't won 
your free ball, go for Screen A. 
Otherwise, head for the Bonus 
Stage. Keeping the ‘Gators in 
the middle is important if you 
have the savers. Try to have at 
least one "Gator of large size. 8066870 


SCREEN C: Use the end of the 
right flipper to knock out the 
targets that will open the 
door—and the lane—to 
Screen B. Playing the Slot 
Machine is risky, since you 
have no control over what 
comes up. 


SCREEN D: Yikes! If you're 
down here, you should work as 
quickly as possible not to be. 
Shoot the ball off the ends of 
the flippers—if you shoot 
straight up, the ball will have 
an annoying tendency to 
bounce right into an Out Lane. 


Revenge of the 'Gator 


If the ball goes into the hole 

above the ‘Gator, hold down 
the right flipper. The ball will 
shoot back up into Screen C! 


BoNus STAGE 1: Try to shoot the 
ball of the end of the flippers. 
By shooting to the sides, the 

ball will roll onto your 


flippers. If you shoot straight 
up, the ball will often drop 
right between the flippers. 


Bonus STAGE 2: Aim for the 
eggs closest to the flippers first, 
since they're the toughest. 
From there, hitting the higher 
ones becomes a lot easier. 


=a 


Bonus STAGE 3: The strangest ES 
challenge in the entire game! 
The ‘Gator will come out when 
the ball rolls over his hole; if 
the ball doesn't hit him in a 
short time, he'll duck back 
inside. You've got to shoot high 
and let the ball roll back down | " E A 
to hit the ‘Gators. And shoot e. € u ES 
off the ends of the flippers; the bumper on this screen is vicious! 


SHH... THE SECRETS 


The ‘Gators aren’t keeping any secrets. Just do your best. 
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Skate or Die: 
Bad ‘N Rad 


Distributor: Konami 
Game Type: Arcade Action 


LODO KORPI 


WHAT’S GOING ON? 


Miss Aerial's been kidnapped! You know her, don't you? She's 
the daughter of the legendary Great Ben, Skateboard Master! 
She was taken by ElRad, an evil dude being helped by Bionic 
Lester, a robotic thrasher! 

You're the heir apparent to the title of Skateboard Master. 
And you've had a crush on Aerial since you first popped a 
wheelie. Now you can claim the title and win her heart at the 
same time—if you're Bad 'N Rad! 


WHO ARE YOU? 


Thrasher, shredder, cruiser, and hopefully the next Skateboard 
Master. Stop ElRad, because he's bad! 


PLAYERS 


There's only room for one Skateboard Master—so there's only 
one player in the game. 
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SCORING 


You'll rack up the points for executing radical maneuvers and 
collecting goodies left around the levels. The tougher of ElRad’s 
evil guys are worth more points. 


LIVES AND HOW TO LOSE THEM 


You'll start with three custom-built ‘boards—and three lives. If 
your precious Life Line is thrashed to zero, or if you fall into a 
heinous trap or pit, you'll lose a life. Lose all three, and Aerial 
will be grounded permanently! 

You can gain extra lives by collecting 1-Ups that will appear, 
or by scoring big points. At 20,000 points, and at every 30,000 
points after that (50,000, 80,000, and so on), you'll get one more 
life to live. 


CONTINUES 


The half-pipe of success is a narrow one—no room for 
continues. You can start your trek on any of the first four levels, 
but from there you'll have to skate or die! 


CONTROLS 


Direction 
Pad 


Duck/Crouch 


Jump 


Nintendo Game Boy Secrets 


WEAPONS 


Your board isn’t just a skateboard; it’s a lethal weapon! Use it to 
jump up and ride the lips of your opponent's faces! 


SPECIAL ITEMS 


Here’s a mouthwatering list of Special Items for you. 


The Big Dip is a huge ice-cream cone! If it’s solid, grab it 
for 100 points and two Life Line points. If it’s flashing, it’s 
worth 200 points and a fully-restored Life Line! 

Canned Goodies are vacuum-packed vegetables. A solid 
one is 300 points, while a blinking one racks up 2,000 
points! 

Pizza by the Slice is cheesy, drippy, gooey and yummy! 
It’s like the Big Dip: 100 points and two Life Line points 
(solid) or 200 points and a full Life Line (blinking). 

The 1-Up Goodie is good for one life! 


FRIENDS 


Save Aerial and she'll be the best friend you've ever had! And 
she might even teach you that awesome Judo Air she does... 


ENEMIES 


ElRad's lined up quite a gallery of rogues to fight you. But 
nothing stands between a skater and his woman! Right? 


The Berserk Not-So-Happy Clown is definitely NOT 
from the circus. He guards the end of Stage One. 

Mister Wart Monger is a amphibious dude with a tongue 
that should be condemned. Watch out for him at the end 
of Stage Three. 

Bionic Lester fell into a bunch of nuclear waste as a kid. 
Now he lives to hurt and hurts to live! He’s at the end of 
Stage Six. 

ElRad the Evil One is a spiky, spoiled bad guy! Beat him 
and Aerial is free! 


STRATEGY SESSION 
General Strategies 


Don't get greedy to be speedy. Keeping a normal, smooth speed 
is the best way to get through just about all of the levels. 
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Don’t go too far out of the way to collect Special Items. 
They’re nice to grab, but it’s not nice to do a face plant over 
some ice cream. 


Skate and Live: A Guide to Thrashing The Levels 


Stage One: Roadkill Avenue 
At the start of the level, get ready to leap the Iron Tires. Only 
two of the wild wheels will roll at you, so don’t blow it! 

When you skate past buildings, the residents will drop 
Extremely Thorny Flowers at you! They obviously don’t 
appreciate the fine art that is skateboarding. Or maybe they’re 
just dweebs! 


If you're going downhill, get 
ready to jump hard to the right 
before you roll right off into a 
pit! Don't jump too soon or too 
late; try jumping when the 
board is between the black line 
and the end of the hill. 


You can jump on the fat 
ledges to scoop up the 
items. Just make sure you 


drop down to the sidewalk 
before the ledges run out! 


Is that a black building? 
Duck down, dude! There are 
pointy points underneath 
these concrete creations that 
hurt. Kill, even. 

You can leap over ElRad's 
Deputy Dogs; you can also 
leap onto them for points. 
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Sir Slice Alot is mean! Duck his dagger, and then leap up to 
show him your board—up close and personal. Remember that 
you'll bounce back slightly when you hit him, so adjust for it. 


At the end of the Stage, you have 

to fight two Slice Alots! The 

first one will be guarding the 

door,. and the second one will 

come onto the screen from the 
left. Get ready for them and 
thrash them to open the door. 

Skate on in! 


down. This way, you'll avoid 
getting hit by the flying balls 
that bounce around the screen. 
Later on in this funhouse (or is 
it a madhouse?), get ready for 
duck/jump action. Duck 
underneath the spikes, and then 
jump over the ball. 


Finally, you're at the end of the line! Here's the Not-So-Happy 
Clown! To fight him, you've got to bounce his balls right back at 
him. When he throws one at you, leap up and hit it with the 
board. If you hit it with the front end of the board, it will bounce 
back at him. If you hit it with the back end, the ball will explode. 
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If you hit the Clown enough times, he'll really be Not-So- 
Happy—because he'll explode! And you get to move on to... 


Stage Two: Panic City Boardwalk 
Watch out for the tide on the right side of the screen. Those 
waves are dangerous! You're on a skateboard, not a surfboard! 


Speaking of waves, watch out 
for the barrels that roll at you 
from the left. You can leap them 
or dodge them—it depends on 
how daring you feel. 


When you see some arrows, 
move in the direction they 
point to! If you don't, you'll run 
headlong into deadly spikes. 
The arrows won't give you lots 
of warning, just enough to 
move in time! 


Lester is going fishing—for 
you! When you see him on a 


bridge, get ready to dodge his 
fishing line. If you get hooked, 
you'll lose precious seconds 


trying to get free. 


SEI UI 


When you see a skull, get ready for a huge leap. If you make 
this one, you'll be right at the end of the Stage! Cross the finish 
line and you're into... 
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Stage Three: The Smelly Gross Blechie Sewer 


The sewer water won't hurt 
you, but it's pretty gross; don't 
stay in it if you don't have to! 

Start skating to the right. Those 
holes are totally infested with 
Cool Cat Eating Rats! Jump 
them as you approach the hole. 
HUNN 


The bridges down here have 
been rotted away. As soon as 
you skate onto one, it will start 
to dissolve! Don’t slow down 
or get hit, or you're history! 


When you're crossing over tightly spaced blocks, watch out 
for spitting fish! Leap just as you reach the first block and you'll 
clear the fish and its stream of sewer spit! 

These spikes in the ground are the homes of humongous 
sewer snakes! Jump over the spikes by bouncing off the snakes. 
Otherwise, you'll either be devoured or skewered! 


Take care of the Horrendous 
Harpoon Dudes with ease. 
Jump onto their spear tops just 


as they descend into the water 
and you'll break the tops off! 


DERXLIM 


After the Dudes, there will be some more holes in the wall. 


Rats aren't in them this time—sewage is! Leap between the holes 
just after they dump a bunch of sludge. 
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ElRad is fond of explosives. 
That’s why he put mines down 
here! Jump over a mine when 
it’s receding to the bottom of 
the screen. 


HHHIBE 


Sonic Boomer is a real goober! 
Attack him like you did Sir 
Slice Alot and he'll be easily 
beaten. After a few more snakes 
and mines, you'll fight two 
Boomers. Beat them and open 
the door to Mister Wart 
Monger! iiid 


nicer CR If 


Wart Monger will skate onto the screen from the left, and come 
over to the right. When the sewer water rises to the ledge you're 
on, El Monger will leap up to it. Hit him quickly, before he spits a 
glob of slime that can't be harmed! 

When you knock Warty back into the water, the spitting fish will 
attack in droves. Stay on the right side of the screen, on the high 
ledge, and leap them as they fly at you. Wait for Wart Monger to 
emerge from the depths and clobber him again! 

Beat the Wart Monger and you'll be a step closer to Aerial... 


nis 
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Stage Four: Bionic Lester’s Scab Canals 
Don't weave from side to side too much. Your jumping skills are 
a lot more important. And so are your ducking skills! 


Those Rats are back, and 
they're faster this time. They'll 
scurry back and forth between 

the holes at the sides of the 
canal. Jump them or you'll need 
a rabies shot! 


The pipes are crucial to your 
survival. Ducking to get into 
one is the easy part, though. 
It's getting lined up with the 
pipe that's hard. Don't try to 
turn into a pipe; you need to 
be approaching it straight to 
get inside. 


When you see some arrows, get 
ready for a speed incentive; a huge 
rolling pipe that eats up the canal 
behind you! Follow the arrows as 
you skate. If you hit the gratings, 

you'll crash and the pipe will 
smoke you! 
Avoid the pipe long enough and it 
will blow up! One more huge leap 
| and you'll have made it through the 
canal without a scab! Time for... 


Stage Five: The Scratch ‘N Biff Mountains 
As you skate down this mountain road, stick to the right side of 
the road (just right of the center strip, actually). Since the road 
will mostly turn to the right, being on that side will give you 
more time to react to turns. 
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The giant eagle will swoop 
onto the screen, then swoop at 
you from the bottom of the 
screen! If it gets you, it will 
carry you back a bit up the 
mountain before it drops you. 
Dodge it as it attacks to avoid 
its claws. 


Be ready to jump spikes that 
jut out from the side of the 
mountain. You can’t tell which 
ones will pop out; you'll have 
to learn as you skate. But 
Skateboard Masters can do 
that already! 


If you see a weird-looking part of the road, jump it! It will 
collapse as you go past it. If you're on it, you'll be doing the 
biggest aerial ever—and the most painful, too! 


Pretty soon, you'll reach a 
dark tunnel. Inside here, the 
walls will close in on you! 
Skate directly between them 
and you'll be safe. You'll reach 
the end of the tunnel none too 
soon! 


What's that behind you? The 
Whopper Chopper! It will sway 
back and forth on the screen, 
trying to swat you off the road. 
Stay away from it and you'll be 
okay. Soon, you'll come to a 
tunnel; go through it and the 
Chopper will crash into it! 
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Stage Six: The Rat Cave 


At the end of the corridor, you'll have to fight a Sonic 
Boomer! This time, you haven't reached the end of the level, just 


Just after the tunnel is a 
tightrope! Leap onto it and 
skate across—slowly! Leap 

off it as soon as you can and 


you'll have reached the end of 
the mountain! Get ready to 
begin... 


The first part of the Cave is 
too hot to handle! Flames 
belch out from the roof and the 
floor. Use the timing technique 
you used with the sewage; 
pass the fire just after it 
retreats. 


a door to the next part of the Cave. 


More falling platforms await you. Make sure you've got 
enough speed as you leap; stop and roll back to the left to build 
up speed if you need to, then start heading right again. Another 


This section is all jumping. 
First, jump over the chasms on 
this spiky hill; then jump from 

platform to platform before 


they fall and take you with 
them! You'll reach the door to 
the next section. 


Sonic Boomer guards the next door. 
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Once you destroy the Boomers the ea dius the "em Fwill 
mutate into a huge sphere! The sphere will fall down to the ground, 
roll to the left, and further mutate into a man! Hit the man to get 
the door open. Don't hit him when he's rolling! 


The next section is hill-jumping, 
and then a fight against two 
mutant men! They'll roll from the 
left side of the screen, so get 
ready to leap them. 

Here's the final section of the 
cave. This is a downhill course 
where spike avoidance is the 
rule! You'll have to leap the usual 
chasms, but you'll also have to leap spikes on the sides of the 
ledges. If you don't, you'll hit them as you fall to the next ledge. 


This part of the Cave is quiet. Too quiet! Here comes Bionic Lester! 
Move to the right side of the screen and hang on the ledge. Let 
Lester bounce onto the screen and throw daggers! When he hops 
from the right side to the left, leap over and hit him. Then roll onto 
the left side of the screen. The daggers will just miss you! 
When Lester bounces over to the right, leap over and hit him 
again. Hide on the edge again. Keep repeating this attack pattern 
and Lester is a goner! 
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Stage Seven: The Infamous Rampage Stage 

Start building up speed and skate to the right. In this Stage, 
you'll be riding from half-pipe to half-pipe, avoiding the dangers 
in between them! For these first pipes, you have to dodge the 
Jabber Jaws and the Big Bad Rad Gun. Not too hard—yet! 


Eu aleae | ain © 322233 
Once you reach the last pipe, the screen will start to move 
upward! You're on an elevator pipe! Skate immediately to the left 
ledge of the pipe to avoid the spikes. Then get back into the bowl 
of the pipe. Get on the left side and duck down to avoid the next 
group of spikes. Then skate to the right and duck to save yourself 
from the second group of spikes. Head back left for the third group. 


You're on the second floor! Skate to the right again until you 
reach a pipe with an overhang. Skate back and forth in the pipe 
to avoid the cannon fire of the Big Bad Rad Gun. Finally, you'll 
reach the third floor! 


Skate left until you can't go 
any farther. A huge ceiling will 
lower onto the pipe! To move it, 

skate from side to side and 


jump up to hit the ceiling when 
you're on the curve of the pipe. 
Don't hit the spikes, only the 
flashing lights. Your helmet 
isn't that strong! 


Once the ceiling rises, go left to an elevator pipe. Skate up to 
the left ledge to avoid a group of spikes from below and a group 
of spikes from the right. Then get back into the bowl for some 
left-and-right spike dodging, like in the first elevator. This time, 
go left, right, and stay left for two spike pairs. 

You're almost there! Skate to the left first, to grab some 
goodies! Then go to the right. You'll reach another elevator pipe; 
this one moves to the right! 
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Stay on the right ledge as the elevator moves. You'll have to avoid 
both the Rad Guns and the spinning razor wheels! Skate into the 
bowl when the Gun appears, and duck under the wheel as you pass 
it. Go back up to the right ledge and wait for the next wheel. 


After the wheels, you'll have to deal with another collapsed 
ceiling. Raise it up and you'll take the plunge into ElRad's 
chamber! Oil those wheels and get ready to roll! See The Secrets 
if ElRad's too Bad for you! 


SHH... THE SECRETS 
How do I defeat ElRad? 


aun nee BM ouau uuu: 
132290 03i gs i ELT oot =e 


Skate up to the right ledge and let ElRad descend. Let him float 
around. His throne will shoot fire-streams both left and right! 
After it shoots to the right, leap onto ElRad and knock him for a 
loop. Then get back up onto the right ledge. 

Keep repeating this attack and ElRad will be dethroned 
permanently! Aerial awaits... 
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SolarStriker 


Distributor: Nintendo 
Game Type: Arcade Action 


PEE 
START BUTTON 
Fee OOZOOGOOG 
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WHAT'S GOING ON? 


Reticulon warned us! They sent a message hundreds of years 
ago, stating their intent to attack and take over the Earth. We 
formed the Federation Army to defend ourselves, but the threat 
wasn't taken seriously enough. 

Now the Reticulon forces have all but destroyed the Army. 
There's only one hope left. The Federation Army's secret base on 
the Moon, where the ultimate weapon has been 
developed...SolarStriker! 


WHO ARE YOU? 


The pilot of SolarStriker. You'll start out liberating planet Earth, 
and end up destroying the Reticulon base on their home 
planet—if your piloting skills are up to it! 


PLAYERS 


SolarStriker is for one player only. 


SCORING 


The ships that make up the bulk of the Reticulon Army are 
weak, and that means they aren't worth very much (anywhere 
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from 200 to 1000 points). The Reticulon Bosses, on the other 
hand, are massive both in size and value! They’re described in 
the Enemies section below. 


LIVES AND HOW TO LOSE THEM 


You start with three SolarStrikers. Build them up by scoring 
points. For every 50,000 points, you'll get another ship to dish 
out the destruction upon the Reticulons. 


CONTINUES 


No continues in this game—which can be very frustrating if you 
blow up just after making it to the last boss in Stage Six! 


CONTROLS 


Direction 
Pad ^. 


Pause 


WEAPONS 


The SolarStriker starts out with a weak weapon, but by 
gathering Power-Ups, you can boost its strength. 


Single Shot is a solitary bullet. This is your initial 
Weapon. 

Double Shot is two bullets. You must get one Power-Up 
to get this. 

Triple Shot is three bullets! You must have the Double 
Shot and collect two Power-Ups to arm yourself with it. 
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Turbo Missiles are two huge projectiles! You must have 
the Triple Shot and collect two Power-Ups to have these. 


Whenever you lose a ship, your Weapon’s power level will 
decrease by one. So if you crash armed with a Triple Shot, you'll 
start your next life with the Double Shot. 


SPECIAL ITEMS 


Only the Power-Ups. This battle is too important to waste time 
worrying about special items! Besides, all Earth's resources went 
into producing SolarStriker. Hopefully, that's all you'll need. 


FRIENDS 


Your fellow SolarStriker pilots can give you advice, but you'll be 
by yourself once you've taken off. 


ENEMIES 


The lesser Reticulon foes are detailed in your pilot's manual 
(also known as the instruction booklet). The Bosses are the guys 
we'll warn you about. 


Epikhan is the Boss of Stage One. It moves left and right, 
firing whenever it feels like it! 

Destructor is the Boss of Stage Two. It fires Bubble Bombs 
as it moves all over the screen. 

Ultra Crusher is the Boss of Stage Three. He'll crush your 
spirit with his powerful lasers. 

Omniquad is the Sub-Boss of Stage Four. Its four parts 
are manipulated by the central computer brain. 

The Unknown Boss of Stage Four is a huge machine that 
fires from many guns! 

Xenocrypt is the Sub-Boss of Stage Five. Its four pieces 
are going to give you trouble for sure! 

The Unknown Boss of Stage Five is worth 10,000 points. 
Quasi Obliterator is the Sub-Boss of Stage Six. It's made 
up of two deadly halves! 

The Unknown Boss of Stage Six scores a whopping 
20,000 points! 


STRATEGY SESSION 
General Strategies 


When the Federation Army sent an analysis probe into the 
Reticulon fleet, it was destroyed before it could transmit 
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complete data. The Army only received half of the transmission. 
Luckily, this data contained some valuable data about 
individual opponents as well as piloting suggestions. 

When a Power-Up appears on the screen, don’t fly up to it; 
let it float down to you. If you go for the Power-Up, you'll often 
crash into or get shot down by Reticulon forces! 

Stay near the bottom of the screen. Since most of the 
Reticulon attacks originate from the top, you'll give yourself 
maximum reaction time. 

What follows is the unedited text of the robot probe report 
along with the scans of the enemy sent back through sub-space. 
This is Top-Secret and For Your Eyes Only! 


OIAJ&AOM OACK)U OAOTUN 0980! @#M CO" NeW :sHJO X^ sPED^& 808C 
)(M 3ML 

FEDERATION PROBE (CODE-NAME LYNX) e 
ALIEN ANALYSIS 
STAGE ONE 
ROTOMECHS SPIN FROM ALL SIDES. UEAVE BACK AND FORTH TO COVER 
MAXIMUM RANGE UITH UEAPON. 

PROTODROIDS ATTACK IN UAVE FORMATION. SHOOT AT BEGINNING 


e OF WAVE TO ELIMINATE PROTODROIDS BEFORE THEY CLOSE IN ON e 
SOLARSTRIKER. 


ROTOMECHS AND PROTODROIDS 
INITIAL POUER-UP AT END OF PROTODROID ATTACK. DO NOT FLY 
FORUARD TO COLLECT POUER-UP! EXTREME DANGER AND POSSIBLE DEATH 
CAN RESULT. LET THE POUER-UP COME TO SOLARSTRIKER CRAFT. 


D VERTICAL HARRIER 
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HARRIERS ATTACK IN VERTICAL LINES. SHOOT HARRIERS OR 


THEY WILL LINE UP HORIZONTALLY WITH SOLARSTRIKER. zone @ 


QUICKLY TO CAUSE A HIGH-SPEED COLLISION. 

CRUISERS ATTACK IN CURVING VERTICAL LINES. USE ATTACK 
PLAN SIMILAR TO ONE USED ON HARRIERS. 

EPIKHAN (BOSS) ATTACKS BY FLYING LEFT AND RIGHT WHILE 
SHOOTING THREE BULLETS. ONE BULLET GOES STRAIGHT WHILE 
OTHER TUO FIRE AT AN ANGLE. DODGE BETWEEN THE BULLETS WHILE 
FIRING AT EPIKHAN- ONCE TERMINATED, STAGE TWO WILL 


È COMMENCE. 


CRUISERS AND EPIKHAN 
STAGE TUO 
PINCHERS ATTACK FROM LEFT AND RIGHT IN CRISS-CROSS WAVE 
e FORMATION. MOVE BETUEEN SIDES UHILE SHOOTING. 
ARROUHEADS ATTACK FROM LEFT AND RIGHT IN VERTICAL 
LINES. HALFUAY THROUGH ATTACK RUN. THEY SPEED UP. 
CONCENTRATE ON ONE SIDE AND DODGE FIRE FROM THE OTHER. 
DESTRUCTOR (BOSS) ATTACKS BY WEAVING IN FIGURE-EIGHT 
FORMATION. FIRING HUGE SPHERES. WARNING! SHOOT DESTRUCTOR 


o 5$ ^. pi 

PINCHERS AND ARROWHEADS 
WHILE AT TOP OF FIGURE-EIGHT. 
DODGE BEHIND DESTRUCTOR WHEN IT 
COMES TO BOTTOM. STAY VERTICALLY 
OR HORIZONTALLY ALIGNED TO DODGE 
DIAGONALLY-FIRING BULLETS. ONCE 

Ej TERMINATED, STAGE THREE WILL : 
COMMENCE. Gale m oc pes 


DESTRUCTOR 
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STAGE THREE 
SKIMBOTS DRIVE DOWN ROADS. FIRING BULLETS AT SOLARSTRIKER 
e LOCATION. WEAVE BETWEEN THREE ROADS. SHOOTING SKIMBOTS AS THEY 
APPEAR. 
ZIG-ZAGS ATTACK IN ZIG-ZAG PATTERN (PROBE DETECTS IRONY 
ABOUT THIS). FIRING RANDOMLY. MOST ZIG-ZAGS WILL BE CAUGHT IN 
SKIMBOT-AIMED FIRE OF SOLARSTRIKER. 


& P Doo NES A i i i $ NERA 
SKIMBOTS AND ZIG-ZAGS 
MACK ATTACKS (PROBE DETECTS PUN) BY DRIVING DOWN ROAD. 
FIRING LASER WHEN HALFWAY THROUGH ATTACK RUN- CONCENTRATE FIRE 
TO DESTROY MACK. 

TERRA CANNONS MADE OF HIGH-DENSITY ADAMANTIUM ATTACK FROM 
GROUND LOCATIONS. MUST CONCENTRATE HEAVY FIRE ON THEM WHILE 
DODGING ATTACKS FROM OTHER CANNONS. DESTROYING ALL CANNONS VERY 
@ DIFFICULT (PROBE ESTIMATES 20% CHANCE WITH TURBO MISSILES). 
RECOMMENDED THAT SOLARSTRIKER DESTROY CANNONS ON ONE SIDE WHILE 

AVOIDING OTHER SIDE. 


DS y : 2 DN I. 

MACK AND TERRA CANNONS 

[.] ULTRA CRUSHER (BOSS) ATTACKS BY SHOOTING LASERS AND 
BULLETS AT LONG RANGE (RELATIVE TO SOLARSTRIKER POSITION), 
THEN CLOSING IN TO POINT-BLANK RANGE BEFORE BACKING AWAY TO 
RESUME FIRING. RECOMMEND SHOOTING ULTRA CRUSHER AT TOP OF 
VIEUSCREEN WHILE DODGING BETWEEN LASERS AND BULLETS. THEN 
FLYING BEHIND ULTRA CRUSHER WHEN IT CLOSES IN. ONCE 
TERMINATED, ATTACK STAGE FOUR WILL COMMENCE. 


$ STAGE FOUR 


VEXORS ATTACK BY FLYING TO MEDIUM DISTANCE FROM SOLARSTRIKER: 
THEN VEERING BACKWARD. THEN FLYING PAST. DODGE BETWEEN BULLETS 
AND FLY TO BOTH SIDES TO SHOOT ONCOMING VEXORS. 
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BATWINGS ATTACK IN SIMILAR FORMATION. USE VEXOR ATTACK 


& STRATEGY. 


SAME BUR 


FR EE 
$339 982322 0R23 


WARHAWKS ATTACK IN IRREGULAR e 
FLIGHT PATH. USE DEFLECTION 
SHOOTING TECHNIQUE (SHOOT UHERE 
UARHAUK IS ANTICIPATED TO FLYO. 
OMNIQUAD ATTACKS BY. . . WAIT 
UAIT ANOMALY DETECTED. 
FUNCTIONS LOSING DAVE? DAVE? I 
THINK I'M LOS.. . . OKDUEM3 
230JC90M0M 09342 . . xaxgaaa 


At this point, the probe's signal was cut off. The data indicates 
that it was destroyed by the Omniquad. The information will be 
of great value to you. Hopefully. It was a good probe. Don't let it 
fry for nothing. Good luck! That is all. 


SHH... THE SECRETS 


Any secrets the probe might have sent weren't received. You'll 
have to discover them as you go along! 
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The Amazing 
Spider-Man 


Distributor: LIN 
Game Type: Arcade Action 


& £2982 LF TOYS Tl 


WHAT’S GOING ON? 


The web-slinging Spider-Man has been found out! Six of his 
deadliest enemies know that Spider-Man's real identity is Peter 
Parker. And you can imagine their delight at finding out that 
Peter has a wife, Mary Jane. 

Isn't it always the case that a hero's weakness is the woman 
he loves? Now Mary Jane's been kidnapped, and Spidey has to 
use his powers and smarts to defeat all six arch-rivals and free 
her! The life of a spider isn't an easy one... 


WHO ARE YOU? 


Peter Parker, aka The Amazing Spider-Man. A radioactive 
spider bite endowed you with fantastic superpowers, which you 
use in your fight against crime. 


PLAYERS 


Sorry, true believers. There's only one Spidey and he works 
alone. 
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SCORING 

Spidey scores points by web-slinging his way out of sticky 
situations. And so do you. For every crook that you knock out, 
you'll get points. The Bosses are worth the most points. 


LIVES AND HOW TO LOSE THEM 


Spider-Man’s got three lives. Each life has the ever-popular Life 
Gauge. When you're hit, the Gauge shrinks. If the Gauge is 
getting quite low, it will start to blink. When the Gauge runs out, 
Spidey is history. 

Spidey can recharge the Gauge by finding (and munching) 
hamburgers hidden in various locations along the levels. 
Unfortunately, you can’t get extra lives by scoring tons of points. 


CONTINUES 


If you lose all your lives, you can continue the game three times. 
You'll start from the exact place where you lost your last life. 


CONTROLS 


Move L Punch* or Kickt 
orR Si Hold to Spin Web*t 
|» With Land R to Kick* 


Flying Kick 


F Large Jump 
*Horizontal area | | J (L or R)* 
tWeb swinging : Jump (U, L, or R)* 
* Vertical areas Pause : Again grips wall 


WEAPONS 


Besides his strength, Spidey’s got his webs. These let him swing 
above tough areas and entangle opponents. He’s only got a 
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limited amount of web fluid, indicated by the Web Gauge in the 
lower-right corner of the screen. 

Apparently the Bosses have been doing lots and lots of 
research, because not only do they know Spidey’s true identity, 
but his webs won't affect them! He'll have to rely on his punches 
and kicks. 


SPECIAL ITEMS 


You'll find some nice items on your search. Some of the thugs 
will drop Power-Ups that enhance your webs. Others will drop 
items to recharge your Life Gauge. 

The best Special Item of all is the Hamburger. This juicy 
number will fully recharge your Life Gauge. Shouldn't it be a 
fly-burger, though? 


FRIENDS 


Mary Jane, sweet and loving wife, is your best friend. But you'd 
better rescue her from her predicament! 


ENEMIES 


The small-time thugs that you'll have to fight through don't 
need describing. But the six Bosses do! 


Mysterio is a master of illusion. Don't believe your eyes! 
The Green Goblin flies on his Goblin Glider, throwing 
explosive pumpkins at you! 

The Scorpion wears a surgically-attached costume with an 
extra-powerful tail. 

The Rhino is big, dumb and strong! Watch out for his 
blind charges. 

Doctor Octopus is a brilliant, but insane scientist who's 
attached cyberarms to his body! 

Venom uses an alien costume and spider webs of his own! 


STRATEGY SESSION 
General Strategies 
You've got to master the controls if you want to spin anything at 
all! Learning how to jump and spin a web at the same time is 
very difficult, but you'll need to do it at several locations to 
survive. 

Don't move too fast! Remember that there's no time limit, 
and that a Spidey's life is extremely hazardous. Haste makes 
waste—of your lives! 
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When fighting the thugs, tap the button quickly so that you 
punch or kick instead of wasting web-fluid. You won't have 
time for refills! You'll find out which works best in each 
situation—a spider punch or a swift kick! 


The Alleyway 


Okay, wallcrawler. It's time for your first challenge. Mysterio 
wants to meet you at the end of the Alleyway. All you have to 
do is fight through a bunch of hoodlums to make it there! 

As you start moving to the right, 
the hoodlums will come at you. You 
can punch or kick them. Catch the 
items that fly into the air when you hit 
one; these can be bonus points or more 
important items. 

Watch out 
for the manhole 
cover. Beneath it 


is a guy just waiting to stick his arms out 
and grab you! You can kill him either by 
kicking him (from a safe distance) or by 
jumping on top of the manhole when he's 
peeking his head out. Either way, you'll 
pass this guy easily. 


As you reach the crates, watch the 
windows above you. Sometimes a bat- 
wielding hoodlum will come out and 
try to whack you. You can jump and 
kick, or if you're on a crate high 
enough, punch him. 

When you reach a garbage 
Er dumpster, duck! A hoodlum armed 

ZÜE: with a gun will be firing at you. The 
window above him contains a 
hamburger! Jump onto the 
dumpster, jumping again to avoid 
a bullet. Grab the burger and then 
leap behind the hoodlum to kick 
him easily. 

The next hamburger to grab 
will be in a window that’s very 
high. You need to do a Large Jump 
to get it. There are two more 
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burgers in the next screen. There’s a gunman in these crates, 
though; be careful. A little more walking, and you'll be at the 
end of the soma So where’s Mysterio? 

No time to worry about it! 
Duck in the lower-right corner of 
the screen and let the fizzy cloud 
move around. Watch it carefully. 
When it arcs into the upper-left 
corner of the screen, get ready to 
jump left before Mysterio 
appears. 


E H i 
OS A EDD dinis 


Shoot Mysterio with a web; he'll disappear and then reappear. 
If he reappears in your location, you've got a split-second to 
move before you're hurt. Stay moving from side to side to give 
yourself a better chance. 

Punching Mysterio will do much more damage than the web, 
but you'll have to get mighty close to slug him. Finish him off 
and he'll explode! 


To The Rooftops 


After a (fortunately) brief conversation with the Green Goblin, 
you're headed up this building. You could have used the 
elevator, but super-heroes travel the hard way! 

The windows here, like the ones in the Alleyway, are filled 
with hoods. You can kick them, but doing so is tough because 
you have to get very close. It's better to USE them. 

Things will also be dropping 
from the roof. Whenever your 
Spider-Sense goes off (it looks 
like lightning bolts above your 
head), it means you're in the way 
of a falling object. Move to one 
side before it hits you! 
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Jumping up to the top is a 
lot faster, but trickier. It gives 
you less time to react to 
dropping objects. Try going the 
slow way at first, and then 
jumping up the building as 
you get better. When you reach 
the roof, leap into the window 
with the IN sign. 


The Rooftops 


What's up here? Hoodlums in the sky, with items! They'll drop 
down at you, sometimes walking at you and sometimes 
drawing a gun. Move slowly and kick a hood as soon as he 
lands! 

Halfway through the roofs, a 
hood will land on your left side 
when you're on the right edge of a 
roof. As you leap across, another 
hood will fall. Kick the hood on your 


left before you jump, or you'll be j — 
shot by him as you jump to the right. |2& » — —_— 
This two-hood attack will occur |554 ~=— ; ra 


At the end of the level, there will be two 
jumps that are impossible without using webs 
to swing across. After swinging past the 
second one, you'll be up against the Green 
Goblin! 

Punch the hood on the right-hand roof 
uuum and move against the right side of the screen. 
LiT Duck down and aim left. When Gobby 
finishes dropping his bombs, he'll fly down into the space 


several times. 


red 
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between the roofs for a moment. Hit him with a web and he'll 
fly back up to the upper-left to start dropping bombs again. If he 
flies down, quickly turn to the right and start kicking. You'll 
kick Gobby just as he flies onto the screen. 

This pattern might take a while. If you run out of webs, 
you'll just have kick Gobby. Keep doing damage and you'll beat 
him! 


The Subway 


Your arch-enemy the Scorpion has offered to meet you in the 
Subway. Too bad this Subway is crawling with enemies! 

As you walk to the right, 
gunning hoods will pop up onto 
the side of the subway car. Duck 
down and kick them, or leap over 
their bullets. Just do it quickly, 
because these guys have itchy 
trigger fingers. 


Your next attackers will be 
bats! Duck down and kick them as 
they fly toward you. They fly in 
groups, but if you hit the first one 
in a group, you'll hit all of them. 

Further into the tunnel, there 

Sr iir Site} wil be ledges with items on them, 
if you can jump all the way up there. Be careful not to fall into 
an attacking bat brigade! 

Once you're out of the tunnels, the gunmen will reappear. 
You should remember how you beat them last time! Then you'll 
roll through another tunnel, with more bats. They attack the 
same way, and so should you! Make it through here and the 
Scorpion will appear! 


Hit SCOP with your dicio as he comes onto the screen. As she 
flies off, start moving! He'll drop from the top of the screen to 
get you, and if you're in the way you're history! 
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If you run out of webbing, you'll have to jump-kick the 
Scorpion to hit him. He'll eventually fall off the Subway car! 


Central Park 


You were invited here by the Rhino. Does he know anything 
about where Mary jane is? He's so dumb, he might not know 
anything at all! 

The vultures in the Park will swoop 
down at you. Some of them are on the 
ground, and will swoop up at you! Run 
left, then duck, and you'll be okay. 

-— Take a close 
look at the trees. 
Some of them have 
spiked balls hanging from them. These 
balls will fall when you get close to them. 
Move almost directly underneath one, 
and then move left again to avoid being 
hit. You can run past some of them as 
oe well, but dodging them is safer. 

The tree stumps are good hiding place for the gunners; 
they'll almost always be hiding behind these. A OY way of 
getting rid of them is to shoot a 
web as they're ducking, so that it 
hits them when they stand up. 
Remember that this wastes fluid, 
though; if you can safely jump 
over the hood, do it instead. 

If you need to use the web to 
swing over something, you can 
kick the vultures in the air. You 
might want to try this, since you'll need to do it a lot more in the 
next level! 


When you reach a dead-end, you've reached the Rhino. He runs 
from side to side, stopping for nothing! If you try to hit him 
when he's running, he'll just plow right through you. 


The Amazing Spider-Man 


To attack Rhino, leap over him as runs at you. When he’s 
turning around, come up from behind him and punch him once 
or twice. Then run back to the middle of screen and get ready to 
leap his next charge. 

The web has virtually no effect on the Horned Halfwit, so 
just keep pummeling him. Win, and Mary Jane is a step closer! 


To The Rooftops 


This time, Doctor Octopus 
wants to fight you on top of a 
building. Evil guys aren’t 
afraid of heights, that’s for 
sure! 

This climb, believe it or 
not, is actually very easy IF 
you can pull off the following : : 
maneuver: Move between the SCORE mem KEF RI 
first and second columns of PSPPPO TDI = 
windows and start leaping up as fast as you can. Really go for it! 
If you manage to keep up the speed, you'll outrun all the 
gunners in the windows and vultures from the sides of the 
screen. The IN window will be at the left side of the screen, like 
last time. Doc Oc, you're next! 


The Rooftops 


These roofs are a lot tougher than 
the last ones. The vultures will 
swoop from the right constantly, 
and the windows are full of 
goons! They're not too tricky at 
first, just plentiful. 

When you need to use your 
web to swing from one roof to 


time, because you'll need to kick 
attacking vultures in between 
each swing. If you don't, your 
energy will disappear faster than 
you'd believe! 

Some of the rooftop ledges 
aren't as solid as they appear to 
be. These collapsing ledges have a 


TIILI 


darker color than their solid BEEEEXEEP LLLILILELIIILIS 
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counterparts. If you walk onto one, jump off immediately! 
Spiders can't fly! 

Try to stay on the higher ledges of the buildings, since 
they're the ones that the hamburgers will be on. There won't be 
many, so grab all the ones you can! 


Phir Doc Oc i is meet he'll walk slowly back and me on 
the ledge, sticking out his arms at regular intervals. Try kicking 
him when his arms are retracted, and then running away quickly 
before they pop out to get you. Don't punch him, because it's too 
slow. Don't be Doc's Oc's latest victim! 


The Sewers 


Well, at least rooftops feature 
fresh air and a nice view. 
Now you're in a real mess. 
These sewers are nasty. 
You've got plenty of enemies 
here—human, animal, and 
even inanimate. That's right, 
you even have to look out 

— - for the sewage (yuck!) 
pouring out of the pipes. . This i is not a spider's dream date, but 
then it isn't a date, is it? It's more of an appointment—with 
destiny! 

Walk to the right and try to avoid getting munched by the 
gators (is this their real revenge?) and the men standing on the 
pipes. When you can, try to stay high and dry. Otherwise wade 
through the muck and take your chances. Whatever you do, 
don't just blunder forward without thinking. Actually, if you got 
this far, you probably already know that. Time your way past the 
sewage pipes. Make the guys on the upper pipes miss then jump 
kick them or lure them down, jump over them, and do that 
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spider thing on them. Watch out for the alligators; they seem to 
appear at all kinds of inconvenient times. Keep moving forward. 
It might be nice to have a few lives to give (like maybe a hundred 
or so), but you'll have to make do with what you have. 

Eventually, if you survive, you'll meet Venom. There's a way 
to beat him, but it isn't all that easy. Good luck. 


SHH... THE SECRETS 


How do I beat Venom? 


He'll hang from his own thread and shoot webs at you. He'll 
come down on alternate sides of the screen. Jump up on the 
platform and get ready to jump over or duck his web shots. 
Then, when he comes onto the right side of the screen, find a 

good place to stand and hit him as he comes down. If you stand 
too close, he'll hit you, so you need to find the proper distance. 

As long as you're hitting him, he won't shoot his webs. Beat 

Venom and Mary Jane is yours... again. 
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Super Mario Land 


Distributor: Nintendo 
Game Type: Arcade Action 
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WHAT'S GOING ON? 

Sarasaland was peaceful, ruled over by the beautiful Princess 
Daisy. At least it was until Tatanga showed up! He's kidnaped 
Daisy and is holding her hostage in a faraway part of 
Sarasaland. 

Luckily, the people of Sarasaland knew who to call. Mario! 
Rescuing princesses is his game. He's got to run, jump and 
bump his way through four levels of evil—with your help, of 
course! 


WHO ARE YOU? 
Mario. And Mario knows jumping! 


PLAYERS 


Mario goes on this adventure alone. But that's okay. He's done 
well enough alone before! 


SCORING 


Just about everything you do in this game will score points. 
Here are some of the major ways to score. 
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Blocks are 50 points when you bust them. 

Coins are 100 points each. Get one hundred of them for 
an extra Mario! 

Jumping onto Monsters scores well. Try jumping onto 
more than one at once for bigger bonuses. 

The Question Mark is a secret bonus. 

The Special Items you collect are also worth points. 


LIVES AND HOW TO LOSE THEM 


Mario gets three lives to start. If Mario’s touched by an enemy, 
what happens to him depends on what his status is. If he’s 
Super Mario or Superball Mario, he will turn into regular old 
Mario. If he's regular old Mario, he'll lose a life! 

To gain extra lives, Mario has to build up a big coin 
collection (100 in all) or find a 1-Up. He can also win extra lives 
during the Bonus Round. Scoring massive points won't increase 
your lives, but might give you a continue (see below). 


CONTINUES 


Normally, you don't get any continues. But if you manage to 
rack up 100,000 points during the game, you'll get one. And for 
every 100,000 points thereafter, another one. So play for points! 


CONTROLS 


Direction Run 
Pad ™ Shoot Superball 
(Run then jump for 
higher jump) 


Jump 
Shoot (in 


Pause : 
Shooting Worlds) 
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WEAPONS 


Mario uses whatever he can to win—his head, his feet and 
Superballs! 


At first, you are Small Mario. You can’t break blocks, but 
you can bump them, and you can jump on top of 
monsters. 

Grab a Super Mushroom and you'll become Super Mario. 
You'll be a bit bigger, and you can break blocks. 

Grab a Flower when you're Super Mario and you'll 
transform into Superball Mario! Now you can shoot 
Superballs to get rid of your enemies. 

Grab the Star at any time and you'll become Invincible 
Mario. For a short time, you'll be able to walk past 
anything that gets in your way! 


SPECIAL ITEMS 


The Coin is nice, shiny and worth 100 points! 

The 1-Up Heart adds a Mario to your total—very handy. 
The Marine Pop will be Mario's vehicle during World 2- 
3. Maybe you'll find Ariel down there! 

The Sky Pop is your prop plane during World 4-3. The 
skies you'll fly are quite unfriendly! 


FRIENDS 


Princess Daisy is sweeter than any flower— so rescue her! 


ENEMIES 


Your manual will detail all the little guys for you. The Bosses are 
the baddies detailed here. 


King Totomesu is a large cat with ferocious feline fireball 
breath! You'll have to fireball the King or sneak past him. 
Dragonzamasu might be underwater, but he still breathes 
fireballs at you! Dodge them as you shoot him in your 
Marine Pop. 

Hiyoihoi is made of stone, and will break your bones if 
you aren't careful! Do you have your Superballs? 
Blokinton uses cloud cover as he shoots at you. He'll take 
lots of punishment. 

Tatanga is the biggest and baddest Boss! 
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STRATEGY SESSION 
General Strategies 


Mario’s jumping skills are legendary, but even an old pro can 
get rusty. Be sure to run Mario through his paces before you 
start the quest. 

Always keep an eye on what's above you. In Super Mario 
Land, things tend to drop on you just when you think you're 
safe! 


World 1-1 


Start running to the right! A Question Mark Block will contain a 
Super Mushroom, powering you up. Go down the second pipe 
after the power-up, and you'll be in your first Coin room! Scoop 
up the coins and leave. 


MHPEPIO-OSÓS bd 
comet FSS Bx se 


Above ground again, run to the right until you reach a row of six 
` blocks. Jump on top of them, run off the right side to grab the 
Coins, and then punch the fourth block from the left. A 1-Up! 
Move right again and go down the first pipe after a group of 
blocks that looks like a pyramid. Coin time! 


Once again, the sun is in 

aR 125°3 63°12 "is1| your eyes! Your next attacker, 

the Fly, hops to attack you. 

Jump on it just after it lands, so 

that you won't jump at it while 
it jumps at you! 

You'll come to a Sphinx in 
the background, with a group of 
three blocks to its right. Hit the 

eee rightmost block rapidly for 
Coins! Run to the right and you'll be at the end of the World. 
Well, almost. Jump up, using the platforms, to enter the top 
door. 
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Bonus Game 


This game is more chance than 
skill, but you can still usually 
press the button on the row that 
you want Mario to walk down. 
Just hope that the ladder doesn’t 
get in your way! 


SONUS GAHE 


World 1-2 


The start of this World is pretty 
plain. You'll get a power-up at 
the beginning. It’s smooth sailing 
from there until you reach some 
floating platforms. Don’t leap 
from one to the next until the one 
you're on is at the top of the 
screen. 

A pyramid-shaped group of 
blocks (with two Chibibos that 
will walk down them) is the site of another power-up block. 
Jump past the platforms and hit all the blocks to get another 1- 
Up. When you reach another platform, you're at the end of this 
World. Jump quickly from the platform to the blocks to the door, 
because the blocks will fall a moment after you touch them! 


World 1-3 


You've got a choice. You can run 
to the right and fight through 
quite a few enemies, or you can 
run across the top of the screen. If 
you want to use the top route, 
keep jumping at the very 
beginning of the level and you'll 
hit a hidden block. Jump on top of 
it and you'll levitate up to the top. 

If you run to the right, you'll 
have to fight your past some 
Pakkuns. Don't run too fast, and you'll see them come out of the 
pipes before you run into them. 

Start trying to enter the pipes at this point; one of them will 
take you to another Coin stash. Hit the block in the middle row, 
second from the left, for a power-up. Take your money and run! 
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Move slowly; the roof is 
made of loose bricks! You'll reach 
a fireball-breathing baddie; jump 
on top of him and knock him out! 
As you move to the right, there 
will be lots of Coins available if 
you're small Mario. Super Mario 
can't fit between the bricks! 


After beating a few Gaos, 
NOUS you'll be fighting King Totomesu! 
xZezestmEi.euw:sex a| You can jump over the King, or 
use Superballs if you have them 
(you'll need five to kill him). 
However you do it, make it 
quick! This King is a pain! 


Zzxz3| These flying fish (called Honen) 
can't be fireballed. To get rid of 
them, just stand in the place where 
they fly from the water. They'll hit 
your feet and die instantly! Run to 
the right until you reach some 
platforms. Go down the pipe right 

esum after the platforms for some handy 
Coins! Collect the ones on the top first, then move left and fall 
down to grab the others. 

Start moving right again and cross the Honen Bridge. You'll 
come to a series of cliffs; if you collect the Star before you start 
jumping these, you'll cruise through. Enter the next pipe you 
reach and grab those Coins! 


you pass by! Grab the 1-Up 
hidden among the next group of 
blocks, and then run to the right 
to reach the end of this World! 


: . agIO:03 WORLD TIME 
The next bridge you cross is | 79350 9$*e* 2-1 oor 
guarded by Turarin Boos. Try 
not to laugh at their names as o4 
Goo 


ee ee 


World 2-2 


The first pipe in this world leads to a Coin bonanza. Once again, 
make sure you collect the ones on the top first. Exit the pipe and 
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run to the right until you see 
another one, with a Nokobon 
(okay, it's a turtle, but Nokobon 
sounds neater) on top of it. Nail 
the Nokobon. At this point, you 
can leap to the right, onto an 
invisible platform that will lead 
you to coins. Or use the normal, 
"we —áH M boring route. It's up to you! 
If you use the boring route, you'll be able to get a Star out of 
one of the bricks, but that's it. Keep going. You'll come to two 
pipes, both with Pakkuns inside. Enter the right pipe for Coins. 
Make sure you hit the blocks underneath the exit pipe. 

The end of the World? Yes! If you can jump up the falling 
blocks to reach the top, you're either an excellent player or 
pretty lucky. 


World 2-3 


When a row of three fishes 
(Torions) attacks, just shoot 
each one in order. If you don't, 
they'll swim alongside the 
left side of the screen and then 
charge you! 


When you shoot the Gunions (they 
look a lot like octopi), they'll 
burst into two bullets. Don't 
shoot them if you're at close 
range; only fire from a distance. 
loc t iie RE e 
After you pass a trove of Coins 
that spells out Mario's name, the 
end of the World is at hand. After 
blasting through a few more 
walls, you'll reach 
Dragonzamasu. He's pretty easy 
to beat; dodging the bullets is 
simple. Shoot him twenty times and the underwater portion of 
Sarasaland is saved! 
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World 3-1 


Those statues in the background aren't too happy! Maybe it's 
because they know of the dangers ahead! But don't worry about 
that; just forge on to the right. 

À bridge you cross is made of falling blocks; watch out for 
it! And watch out for the pipe right after it, because it goes to 
another Coin room. Watch out for the Spikes. In fact, if you're 
Super Mario, break one of the blocks underneath the Coins, and 
then jump up to collect them. 


WORLD TIM 
3*3 x 29 


A new enemy after you return to the surface is the Batadon. If 
you don't have Superballs, you'll need great jump timing to get 
them. Get past the first one and go right until you reach a long 
vertical column of coins. It looks impossible, but you can fall 
down the column and land on the ledge. Just hold the Pad right 
all the way down. 


A series of Batadons will attack; take care or you'll die (with 
flair)! After a few floating platforms, you'll come to pipes armed 
with Giras. Dodge them by scooting from pipe to pipe after they 
fire. When you get to a pipe with a Pakkun, shoot him and enter 
the pipe. Look at all this money! M 

When you leave the pipe, you'll — 
reach a seemingly impassable field of 
spikes. Actually, it is im- 
passable—unless you ride one of the |. 
bouncing rocks that will come at you! } 
Jump atop it and let it bounce until j 
you get close to a ledge. Leap to the f 
ledge and get ready to ride the next rock. You'll need to do this 
several times. Your last leap will be over a chasm; leap for life! 

You'll reach a final field of spikes, and the final rock; ride it 
to the doors at the end of the level to get the height needed to 
hop to the top. 
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World 3-2 


As you move right, check out the 
top of the cavern. See that ugly 
spider (called a Suu)? It will fall 
down at you as soon as you get 
close. Get close, but then move 
back and let it come down. Then 
hop atop it to kill it! Do this to the 
other Suus and you can’t lose. ; ses grs 
Getting up to the top is tricky; try searching for hidden 
blocks (almost) everywhere! Even if you make it up there, don't 
stick around too long. Keep moving right, past lots more Suus. 


AR ITOx 20 
Z20600 Oxa 


ras 


HORLI TIM 
LANCE 39 


ee 


tl WOGORLG TIM 
xoa m t 


You'll reach a very skinny ledge with a spiky ceiling (called a 
stalactite) above it. As soon as you jump onto the ledge, the 
stalactite will fall at you! So jump immediately after you land! 
After you clear that jump, you'll be attacked by a tarantula 
(named a Kumo by Tatanga). Jump on it or Superball it; just get it! 


Pretty soon, you'll come to a spiked field. That means the 
rocks again! You'll need to ride two of them. Go down the next 
pipe you come to (with a cannon emerging from it) for Coins 
ahoy! Leave the pipe and jump onto the falling platforms. These 
platforms lead to the end of the World! Jump them all 
successfully and you've got a Bonus Round coming! 


MARIO io WORLD TIME 
193230 Gx493 3-3 333 


World 3-3 


The floating platforms at the 
beginning are pretty tough. Don’t 
leap from one to another unless 
they're very close together. And 
watch out for the rock that flies at 
you from the right as soon as you 
clear the platforms. 
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Jump up to the pipe and enter for a major-league Coin 
collection. After you leave the pipe, run right and leap up to get 
the Coins and punch the blocks. The fourth one from the right is 
a 1-Up. Then hop across another group of platforms and go 
down the next pipe. How can Mario jump with all those Coins 
in his pockets? 

You'll come to two floating platforms, with mazelike ledges 
above them. Drop down to the first platform and jump up, walk 
right, and drop down to the second platform. Walk right and 
you're now in the sanctum of Hiyoihoi! 

Get past Hiyoihoi's guards, 
and you'll be up against the big 
guy himself. If you're a mere 
Super Mario, run past him to 
finish quickly; you don't have to 
fight him. If you're Superball 
Mario, you may want to duke it 
out with him, though. Ten 
Superball hits and he's a goner! 


World 4-1 


Don't go right! Go left and down the pipe for some Coins. As 
you enter the pipe, hold the Pad right; this will make you fall 
into the Coins. Leave the Coin room and walk right. These 
upside-down pipes contain Pakkuns just like the right-side-up 
ones, so watch it. 

The Pionpi that attacks you f B asi 
next can't be killed by jumping =e SS 
on him! It will only stun him for 
a moment, but he’ll get right 
back up! You can only kill him 
with a Superball or by luring 
him into jumping into a pit. 
Ouch! 

After passing a few Pionpis, 
you'll reach a group of seven 
pipes, all filled with danger! Don’t stop for a moment! After 
another few pipes, you'll find relative safety in the floating 
platforms! Jump past them and to another group of pipes, then 
another group of platforms! 

After some more killer pipes, you'll start to be attacked by 
two Pionpis at once! You may want to "hide" on top of blocks to 
avoid their attacks. Move past a group of cannon-filled pipes 
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and THREE Pionpis will attack! 
Defeat them and you’re almost 
done with the World. Ride the 
platform up to the blocks and 
run across them so that you don’t 
fall through. 


THE GR LJ o5 X3 53 PELS P 
2942930 Gx393 G+ = 
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Just past an attacking snake is a choice of two paths. If 
you're Super Mario, you can break through the blocks and walk 
along the top tunnel. Otherwise, it's the bottom. The top is a lot 
safer, that's for sure! 


You've come to the toughest 
area yet; the twirling fireballs! 
Here's a trick to getting past them; 
if the fireball is spinning around a 
block on the ground, jump onto 
the block. The fireball will pass 
= harmlessly over you! If the fireball 
= g is in the roof, you should pass it 
eee fi as it spins left and up. 

Enter the first pipe after the snake and scoop up the Coins! 
Exit the pipe and get ready for some tough tests to finish the 
World. Hold the Pad right to safely navigate the narrow 
passages; run across the slightly-spaced blocks to survive. 

The end of the level has some more falling blocks to jump 
for the Bonus Round; try very hard to make it, because you'll 
need every bonus man you can get! 


World 4-3 


Shooting birds isn’t very 
nice—but you'll have to do it if 
you want to survive. If a bird 
gets past you, he’ll swoop at you. 
Watch out! 

The enemy planes are even 
more dangerous. If one gets by, 
he will fire a missile in your 
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direction. Get ready to dodge 
them! And watch out for the 
aerial mines (Chikakos). You've 
got to shoot them ten times to 
destroy them, so dodging them is 
much easier. 

Once some bricks appear, fly 
to the right side of the screen. 


These bricks are an aerial maze 
that you'll have to solve. By 
staying to the right, you'll give 
yourself valuable time. 

You'll come to some pipes 
with fists coming out of them (!); 
you've reached the final Boss, 
Blotinkon! He'll shoot birds at 
you; just shoot through the birds 


and keep hitting him. Twenty 


hits will dissipate this cloud and 


call in the Boss of the Bosses; | 
Tatanga! The Secrets tells how to 
beat him if you're intimidated! 
Good luck! 


SHH... THE SECRETS 
How do I uis Tatanga? 


Is there a level select? 
The good news is yes. The bad news is, to access it, you 
must first beat the game twice! 


Stay at the left side of the 
screen and get ready for some 
radical flying! Tatanga's 
bullets will split into three. 
You must dodge between the 
bullets, shooting all the while. 
Tatanga will take some 
serious punishment before 
he's beaten. 
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Teenage Mutant 
Ninja Turtles: 
Fall of the Foot 
Clan 


Distributor: Ultra 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Hey, dudes! Cowabunga! The Turtles’ best friend, April O’Neil, 
has been kidnaped again! Now they've got to rescue her from 
five levels of radical enemies! Can they save April and still have 
time for some pepperoni pizza? 


WHO ARE YOU? 


The Turtles, dude! Leonardo, wielder of the Katana Blade. 
Michaelangelo, spinner of the Nunchakus. Donatello, expert of 
the Bo. And Raphael, who’s got an eye for his Sai. 


PLAYERS 
One player only. 
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SCORING 


How else would the Turtles get points? By eating pizzas left 
around the levels (the Foot Clan hates pepperoni) and by 
wailing the members of the Foot Clan. 


LIVES AND HOW TO LOSE THEM 


This is your Life Meter. This is an Enemy. This is your Life Meter 
shrinking after you're hit by an Enemy. This is you losing one of 
your Turtles when their Life Meter runs out. Any questions? 

You can switch between the Turtles at the end of each level, 
or if a Turtle is captured. 


CONTINUES 


Continues are bogus. You can start the mission from any level, 
but you have to start at the first level and beat every level to see 
the Grand Tortoisian Finale. 


CONTROLS 


Direction 
Pad ^ 


Jump* 


Throw 
Shirikens : jy X 
(with A) E Attack* 


* Default Pause 


WEAPONS 


Pizza encourages the growth of brain cells, so you remember 
that we already told you about the Turtles’ weapons. 

The Shuriken is a sharp Ninja star that works well against 
the stinky Foot Clan, but not against the High Karate Dudes. 
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SPECIAL ITEMS 


Grab a Pizza Box for 10 points. Or try a delicious Slice of the Pie 
for 50 points. But you won't pass up the Extra Large pizza with 
Double Cheese, will you? It’s 100 points (and 10,000 calories). 


FRIENDS 


April's being held under Foot, but Master Splinter is around to 
guide the Turtles. He's the most honorable rat around! 


ENEMIES 


You don't want to know about the minor dudes of the Foot 
Clan. They're weapon fodder. But the High Karate Dudes are 
worth talking about. 


Rocksteady is a mutant rhino that's Shredder's first-in- 
charge. No wonder the Foot Clan's always so 
disorganized! 

Bebop is a mutant pig that's Shredder's second-in- 
charge. 

Baxter Stockman was a normal crazed scientist, but 
mutated himself into a fly! What a guy! 

The Shredder is a head shredhead! 

Krang is an alien in a partnership with the Shredder. 


STRATEGY SESSION 
General Strategies 


Don't have a cow and rush 
through the levels. There 
isn't a time limit, so be cool 
as you cut through the Foot 
Clan. 

When you jump into the |, 
air, remember that you can hg- 
still attack. In fact, a lot of 
uncool Clan members will 
attack you in mid-flight! 

The Foot Clan knows only one way to fight; their attack 
patterns are the same every time. Use that Pizza-enhanced 
memory to remember their attack patterns. 

Finally, you should switch the functions of the Attack and 
Jump buttons. The Turtles preferred this control technique 3 to 1. 
(Who was the dissenting Turtle? They wouldn't say!) 
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Each Level has its own tricks and traps, but you can 
generally use any Turtle on any Level. Just be sure to adjust your 
attack pattern slightly for the range and speed of the Weapon 
you're using. 


Turtle Power: A Guide to the Levels 

Each level has lots of different enemies, and each enemy has a 
totally bogus weakness that you have to find. Master Shredder 
has also hidden himself in the sewers. See The Secrets if you 
want to find him, and figure out his Bonus Games! 


Stage One: The Traffic Jam 


The Foot Soldiers aren't very 
well-trained. They'll just 
walk at you. Sometimes they 
jump at you, but that doesn't 
scare Ninja Turtles! 


You can cut the parking 

meters in half, although 

there's no real reason to. 
Vandalism is bogus! 


Tubular Transports are 
pretty slow-moving. You can 
either jump up to hit them 
as they pass over you in the 
air, or wait for them to fly 
down to you. 
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Mousers will latch onto you 
and drain away your Life! 
Shake back and forth really 
quickly to get rid of them. 


The Shell Shocker is big! You 
should just jump over it. 
Even a Ninja knows when he 
can't win a fight! 


Winged Rabid Bats will 
spread their disease to you, 
unless you whip them as they 


fly at you. 


Brawling Bikers are big and 
bad! Be ready to jump them 
(with full strength) at any 
moment, because you can't 
hurt them at all. 
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The Roof down in the sewers 
is pretty weak; watch out for 
falling rocks! Lucky for you 
they can be destroyed with 
your weapon. 


At the end of the level, whip through the barrels and you'll get to 
fight Rocksteady! Get close to him and start slashing. If you 
move fast enough, you can deflect the bullets he fires at you! 

Drain his Life Gauge and you'll go to... 


Stage Two: The Sewer of Your Dreams 


Pillars come from both the 
ceiling and the floor. The ones 
from the floor are harmless, 
since you can jump over 
them. The ones from the 
ceiling should be avoided; 
wait for them to rise before 
you run past them. 


Later on, you'll have to leap 
over a line of Shell Shockers. 
When you leap over the first 
one, get ready to leap over 
the rest. 


d 


t... 
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Climb up the stairs and 
jump from pillar to pillar. 
But don't jump into a Not- 

So-Great Ball of Fire! Make 
sure the way is clear 
first—or better yet, clear the 
way yourself! 


— 


se eph 


Bebop starts out on the left side. He'll draw his gun and fire a few 

times, then punch, then run to the other side of the screen. Hit him 

at close range, then move a short distance away. Rapidly slash to 
deflect the circular lasers he fires. 

When he stops firing and charges you, slash him as he comes 
close. The Shurikens will just bounce off Bebop, so don't bother 
with them. Leap over him, get close and repeat the attack pattern. 
Cowabunga! 


Stage Three: Queens 
Luckily, the cars are bumper-to-bumper. Otherwise, you'd never 
be able to hop between them. 


When you're walking across square cargoes, watch out for Foot 
Clan members who pop up holding a chunk to throw at you! Hit 
the chunk, then throw a quick Shuriken at the Clanster. 
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Don’t let Baxter Stockman bug you! When he flies to one side of 
the screen, stay in the middle of the screen and leap high over his 
two volleys of bullets. Then hit him as he flies to the other side of 
the screen. He'll fly through you, but won't hurt you since he's 
blinking. Keep repeating this attack and Baxter will be swatted! 


Stage Four: The Waste Dump Ravine 


Turtles will eat almost 
anything, but not the Filet O' 
Filth! Turn around and 
whack him, or leap over him. 
He'll grab on to you like the 
Mouser if he gets you, so 
watch out! 


The logs will keep you out 
of the liquid waste (and 
that stuff sure isn't good 

for your shell), but you'll 


still encounter a furious 
attack. Don't lounge 
around on the log. 


Nitro-Burning Doughnuts 
can give you a mean case of 
shellburn. Slash them in half, 
or dodge them. Leave them 
for some Clan member to eat! 
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When you're underwater, 
watch out for some Shell 
Shockers. Even underwater, 
they move quickly! 


Once you leave the water 
and get to dry off, you'll be 
attacked by Pink Eyesores! 

Hit them as they dive down, 
or they'll zoom right at you. 
You can leap them, but you 
have to be very quick! 


Hey, it's the Shredder! Let's party! He'll teleport onto one side of 
the screen and start walking at you, sword ready to strike. Hit 
him once, quickly, and immediately start moving in the opposite 
direction. Watch out for his sword-swing. Then he'll teleport to 
the other side of the screen and start attacking again. 

You can also leap over the Shredder, but you need almost perfect 
timing to make it. If you do get behind him, whack him while he 
walks. He's too dumb to turn around until he reaches the edge of 
the screen! 
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Stage Five: The Technodrome Tower 


Roadkill Rodneys will give 
you a shocking experience if 
you aren't careful. Leap up at 
one and it will leap up to get 
you; kick him in the air. If you 
hit him once and he doesn't 
explode, keep moving away 
from him. Otherwise, he'll 
shoot his electric arm at you! 


Torpedo Timmy is anxious 
to pierce your shell! If he 
appears at a corner of the 

screen, turn to that side and 
get ready to hit him as he 

thrusts at you. You can jump 
too, but there will usually 
be so many Foot fiends on 
the screen that jumping is 

too dangerous. 


que cnm dicc dme 


More shocks await you if 
you wander underneath the 
zapper. Watch the beam and 
move past when the beam 
retracts. It's amazing that the 
Foot Clan even understands 
how electricity works! 


Spine Stretchers will put 
you on a stretcher if you 
don't avoid them! Leap up 
to avoid them. One 
Stretcher is bigger than the 
other; this stretcher requires 
a tubular leap. 
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Whoa, dude! It’s Krang! Use your fighting skills to win—or 
see The Secrets if you’re too hungry for a pizza to concentrate on 


the game! 


SHH... THE SECRETS 
How do I defeat Krang? 


$646 8 


Move to the left side of the 
screen. Hit him when he pops 
out to the right. Then hit him 

when he’s on one side of the 

screen. Run away from his kick 
and get ready for him to leap 
at you. You should run 
underneath him and hope his 
ET E : 1 feet miss you. Once he lands, 
hit him again. Send this mutant back to Dimension X and save 
the world! 


Where are the hidden Bonus Games? 


Check out these awesome shots; they'll show you where 


Splinter is on the first Stage. 


Bonus Game 1. Bonus Game 2. 
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Bonus Game 3. 


Game 1 (Secret Number): First 
of all, what Splinter says is 
very confusing. When he says 
“Bigger,” he means that 
YOUR number is bigger than 
the secret number, and that 
you should guess lower. If he 
says “Smaller,” your next 
guess should be higher. 
Maybe the Master is testing your mental skills, dude! 
Anyway, you should start with a guess of 500. From here, use the 
“half” technique to narrow down the possibilities. The picture 
shows how this is done. Any other technique will just waste 
your guesses. 


Game 2 (Leave One Star): 
Krang is pretty easy to beat | Eat BONUS GAME 2 
(and since he’s just a brain, 
that means he must be il Sia 
REALLY dumb). When you 
select a line of Stars, always $232 
think ahead a move about 
what Krang can do with his 
next move. As long as he 
can’t leave you with one Star, 
by removing an entire l 


; ine Of E naanonon 
Stars, you're okay. 
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Game 3 (Hit Six Targets): 
Keep the aiming cursor in the 
middle of the screen. This 
way, you'll need to move less 
when a target flies onto the 


screen. Fire when the black 
target is in your sights. You 
don’t need to lead your fire. 
Get every target for a Perfect 
Bonus of 1,000 points! 


Stages of The Rescue. 
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Wizards and 
Warriors X: 
Fortress of Fear 


Distributor: Acclaim/LJN 
Game Type: Action Adventure 


WHAT’S GOING ON? 


It’s that evil Malkil again. You’ve beaten him twice before, but 
he just doesn’t learn. You're sure he’s up to no good, but then 
he’s an Evil Wizard, so it doesn't take a genius to figure that out. 
Then there's the Princess Elaine. Where has she gone? It's time 
to take a trip to Malkil’s little hideaway. It's affectionately 
referred to as the Fortress of Fear. 


WHO ARE YOU? 


You're Kuros—hero, IronSword wielder, all around good guy. 


PLAYERS 


There's only one Kuros. If there were two, they'd probably end 
up fighting. 
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SCORING 


On your way through the Fortress of Fear, you'll score points by 
defeating Malkil's evil henchmen. In addition, you'll collect keys 
to open chests, gems which you'll use to increase your score and 
to gain extra lives, magic spells, and food items. There's plenty 
to obtain. 


LIVES AND HOW TO LOSE THEM 


Kuros must have been magically enchanted, because he has 
three lives to begin with. He can also find extra lives along the 
way. Also, he'll earn an extra life for each ten gems he collects. 
But, like a cat, Kuros can have a maximum of nine extra lives. 

Kuros loses a life if his life meter is whittled down to zero by 
his enemies or by falling long distances. If he falls in a 
bottomless pit, however, that's one life less for Kuros. If he still 
has lives left, he starts from the place he was when he died, but 
without items like the Shield or the Boots. 


CONTINUES 


If Kuros loses all his lives, that's it. 5o help him get as many 
extra lives as he can. 


CONTROLS 


Enter Doors 
Move L 
and R SEEN Stab 
Overhead Swipe 
(with B) 


Crouch 


Jump 


Pause 
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WEAPONS 


Kuros has his sword and his jumping ability. That’s all he needs, 
other than a few special items he'll find along the way. 


SPECIAL ITEMS 


There are lots of items to find on the way through the Fortress. 


Gems add to your score, but even more, you gain an extra 
life for every ten you collect. 

Use Keys to open chests and find other items of value. 
Find as many 1-Ups as you can. You'll need extra lives. 
Food restores some of Kuros' life meter. 

Ale also restores the life meter. 


MAGIC SPELLS 


The Potion of Healing restores Kuros to full strength. 

The Boots of Jumping make Kuros smarter (nah, just 
kidding). You know what they do. Kuros keeps them 
until he loses a life. 

The Shield of Protection is as obvious as the boots. He 
also keeps the Shield until he loses a life. 

The Spell of Invincibility only lasts a short time, but it's 
great to have. 


FRIENDS 


Kuros has the undying admiration of the whole kingdom. But 
nobody has time to help him. Sorry. 


ENEMIES 


Malkil has sent out a horde of henchmen to obstruct Kuros' 
progress. They're too numerous to mention; they flow like chaff 
through Kuros' path. However, there are a few more notable 
enemies. 


King Bat will swoop down on Kuros. 

The Dancing Skull isn't doing the lambada. 

Don't confuse Big Bird with one of your friends from 
Sesame Street! 

The Evil Malkil himself is waiting to meet Kuros. 
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STRATEGY SESSION 
General Strategies 


For all his prowess, Kuros is a little clunky in his armor. He 
jumps like a jack rabbit, but his sword wielding skills are a little 
rusty. He stabs all right when he’s standing or crouching, but 
when he’s jumping he seems to lose control of his sword arm. 
Anyway, try to touch enemies with the sword during a jump 
and not with Kuros’ body. 

Move slowly. A good technique is to move forward a little to 
see what enemies await, then move back to find the proper 
attack range. Don’t charge ahead without thinking or you'll be 
thinking a lot about how you can do it better next time. 

Explore the whole game. There are secret places, and more 
than one direction to go. 

Practice the jumps. Remember, you can control Kuros in the 
air, and you'll need to make some fine adjustments from time to 
time. For long jumps, be sure to take off at the last possible 
instant to make it to the other side. If you can find some Boots, 
they'll help with some of the seemingly impossible jumps. 

Keep in mind that if you die in a section, you'll start again 
where you died (if you have lives left), but you'll lose any items 
you've picked up along the way. So you'll have to go back and 
get keys again or open chests again. Items like keys and Boots 
will be restored. Potions and extra lives will not. 


Level One: The Bridge and the Moat 
Section 1.0 


Much of this game involves 
going back and forth or up 
and down. To begin with, 
jump to the right, then come 
back and jump left to the 
upper platform. This bridge 
has seen better days. Now 
jump left again and walk 
forward until you see the 
cloud moving up and down. 
Yes, despite his heavy 
armor, Kuros can jump on 
clouds. So do so and cross the gap to the left. Wow! A key and a 
free man. What a great start. This is going to be easy. Or is it? 
Now head back to the right and keep going. The first chest 
contains some gems. You may want to jump over it and save 
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your keys. Jump or stab the bat and get 
the diamond. Now get the key on the 
next platform, but be ready to jump an 
arrow that will appear from the right. 
Stab the fish and get the diamond on the 
bottom platform. Now jump back to the 
left and take the upper path right again. 
You'll find an ale 
and some more 


Jump now! 


clouds (along with more fish, arrows, 
and bats). On the second cloud, you'll 
see a chest on the lower platform. To get 


starting upward, 
then jump. That 
chest contains another extra life. 


After you get the extra life, jump. | 


straight up to the upper platform, then 
head to the right again. Continue on to 
the gates of the Fortress, over two 
clouds. Watch out for an arrow just as 
you reach the gates. 


Section 1.1 

As you enter the Fortress, 
you'll encounter some of 
Malkil’s early defenses. 
Then dodge the bats and 
cannonballs and creep up 
close to the snakes. Stab 
them and jump the gaps. 
You'll come to an es- 
pecially long jump. Walk 


to that chest, wait until the duds is pe 


EVIL MALEIL 
¥ERT 
apor 


right to the edge of the A recurring message from Malkil. 


drop-off 


MANNS platform. 


you can jump just as the 
platform begins to come back 
into view. Better still, jump 
when the platform is actually 
out of sight so you'll land on it 
as it rises. If you take off right 


and watch the moving 
If your timing is good, 


Ready for take-off! from the edge, you'll make it 
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easily. When jumping from the zonn 
platform, watch out for a bat that A 
moves up and down. i 

Take care of some more 
snakes and continue forward. Be 
careful you don't jump into a 
cannonball and watch out for 
more bats. Just past the cannons, : 
you ‘Il find a chest. Now you Safe... Well, almost. 

cu : m know why you didn't open the 
first chest in the previous level. 
Because this one contains a 
Potion of Healing! Of course 
there is a key just past it. There 
are also a lot of bats, too. Get 

= = the Bey and 3 go back bus the 

chest and jump up to the upper 
pathway. Now head right again to 
get the Shield of Protection from the 
chest. 

Go through the door, take the 
elevator up, and walk back to the left. 
Now you've completed this section. 


Section 1.2 

Now you're up above the cannons 
you saw earlier. Walk very slowly 
forward. Don't charge ahead, but 
approach the armed guards slowly 
until you find the range, then stab 
them. Keep avoiding or stabbing 
the bats and move steadily 
forward. That chest has a Potion of 
E. x ` 3 Invincibility in it, but you don’t 
ae ee have a key. Oh well. Keep going 
forward until you come to a gap. Be careful when you jump; 
watch out for a bat that flies by. Finally enter the transitional 
room when you reach the end of the walkway. Collect the three 
diamonds and that’s it for this section. 


Section 1.3 


Here’s the King Bat. The easy way to defeat him is to jump 
down to the lower right-hand platform. You can hit the Bat as it 
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passes by, jumping over it when 
it comes at you. Stay there or 
jump to the upper-left platform 
from time to time for variety. But 
if you master the timing and the 
overhead slash, you'll defeat the 
Bat without taking any damage. 


Level 2: The Dungeon 
Section 2.0 


Things have definitely gotten worse. 
Now you have more enemies and 
obstacles than ever. Jump or duck the 
flying flames and watch out for the 
spiders and, as usual, the bats. Collect 
some diamonds and a food item, then 
you'll reach the peiling: BEDS AOL 
those and m 
find the first ey ander the stairs. Get 
that, then move forward to find two 
chests, one above the other. The 
bottom chest contains a Potion of 
Healing, but the upper one has the 
Boots of Jumping. Get the Boots. 
You'll be glad you got the Boots 
because this next jump is a killer. You’ve got to make it to the 
moving platform across a long gap. 
Take off from the absolute edge of the 
ledge and hope your timing is good. 
You should jump when the platform is 
near the top, just starting down. You'll 
be rewarded at the other end by two 
keys and completion of the level. 


Section 2.1 

Watch out for a barrage of flames at 
the beginning. You have the Boots 
now, so jump over them all. The 
torches are spitting sparks at you 
now, and there’s a skeleton creature 
to worry about, too. But as you 
move forward, you'll see a diamond. 
Take the upper route to cross over 


- 
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and get it from the right. Then 
get the ale if you need it, and 
the chest with an extra life. 

A little further on, you'll 
meet another skeleton and find 
a key. Watch out for the 
torches; there's a whole row of 
them and they spit sparks in 
bunches. Just past the torches 
are some giant flying skulls 
guarding another extra life. Go for it, then go up, get the ale and 
jump across the fall-away platforms and to the door to the end. 
You made it. 


Section 2.2 


Move carefully forward, killing the 
bats and the skeleton. Get the key 
and move onward. The chest has 
Boots, so you might want to try to 
avoid it to save a key if you already 
have them. 

Now head across some more 
unstable platforms (one of them even 

— goes up when you jump on it!). 

Carefully fight past the two 
skeletons and move forward. 
Watch out for the flame that 
flies across the screen. Take 
care of another skeleton and 
get the key. Explore the 
stairway going back to the left, 
then return here. 

That flying skull can be a icem: if you need to get at the 
chest below (which contains Boots). Try to get down to the lower 

g platform by jumping across and 

taking the right-hand moving 
platform down. Walk off when 
you're even with the lower 
platform and then kill the skull 
with an overhead swipe of the 
sword. If you already have Boots, 
you can skip the chest altogether 


The final jump is tricky. and keep going right. 
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This final jump is long and tricky. Try to avoid the flying 
skull and make your best jump across the gap. Try different 
ways to exit this section... 


Section 2.3 

This section is short but 
intense. Try to stay at 
the top and collect the 


the bottom door. 


Section 2.4 
Someone let all these skulls fly around like this. Kill all nine of 
them or just avoid them, then jump into the big skull’s mouth 
just as his jaw reaches the bottom. 


3 M * 


Your timing st be perfect, or you'll fall to your 

death. The secret is to start jumping in the instant BEFORE the 

skull's mouth begins to open. That way, you'll land on the jaw 
when it is fully open. 


Unfortunately, Kuros fell on our hidden camera at this point, so all we 
could get out of him were some basic details about his journey from 
here on. 


Level 3: The Armory 

Section 3.0 

Watch out for the axes. They're deadly. Jump up on the fireplace 
to avoid a barrage of them. In this section you can collect food, a 
key, and an extra life. To get the extra life go all the way to left 
and wait for the platform. 
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Section 3.1 

Here you'll find a key, an extra life, and two chests (Boots and 
Shield). Wait for your enemies to come to a stop so they don’t 
run into you. You'll need the Boots to get across a large gap. 


Section 3.2 
There's nothing much here, but it's better to take the second 
doorway than the first. 


Section 3.3 

When you fight The Dancing Skull, first stand to the left of the 
screen and avoid his attack. Watch his pattern and you'll figure 
out how to beat him. Keep moving. You can't just stay in one 
place. 


Level 4: The Parapet 


Section 4.0 

Find ale and three diamonds. Don't be in a hurry! Walk forward, 
then back up when the guards show up. Then attack when it's 
safe. A new enemy is the minotaur. Again, walk backward until 
he stops and turns, then attack. 


Section 4.1 

Find two diamonds and two keys. The first chest has gems and 
the second one has a Potion of Healing. If an eagle flies toward 
you, crouch down on the lower step and wait for it to fly away. 
It's better to open the second chest for a Healing Potion. 


Section 4.2 

To fight Big Bird, it helps to figure out his pattern. You've got to 
be smarter than this bird-brain, so start thinking. First, get him 
into the pattern you want. If you stay to the right of the screen, 
Big Bird will begin two passes—one short and one long. When 
he begins his short pass, run to the bottom step (but not too far 
to the left) and hit him as he approaches. Next, wait for him to 
begin his long pass, then run back to the right. Repeat this 
process to fricassee this fowl Boss. 


Level 5: Malkil's Chambers 


Section 5.0 

Find your way through this maze. All the advice we can offer at 
this time is to watch for familiar landmarks and map your 
progress. If you're careful, you'll eventually find yourway to... 
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Section 5.1 
You're on your own here. Can you beat Malkil? If you've gotten 
this far, you should be able to figure out how. 


SHH... THE SECRETS 


Where are some of the bonus screens? 

In Section 1.1, after you get the key and the Shield, go back 
down to the lower door (just past where the key was) and you'll 
find a bonus room. 


In Section 1.2, there are two secret rooms. In the transitional 
room, take the elevator platform to the top and move through 
the wall to the left. Collect some goodies (diamonds and food) 
and then jump left from the top ledge to find an even better 
room. Get diamonds, a key, and an extra life here. 


Try looking in other places. Kuros wouldn't talk about some of 


the places he visited, but he did hint that there were more secrets 
to be found. Try looking in a transitional room in Level 4.2. 


263 


CHAPTER 28 


Game Boy 
Peripheral 
Products 


The Game Boy is a great gaming system all by itself. It’s 
portable, lightweight and gets the most out of the batteries you 
feed it. Of course, there is room for improvement. Several 
companies have made and marketed these improvements in the 
form of peripherals that you can purchase for the Game Boy. We 
haven't tried to include them all—just some of our favorites. 


SCHOOL OF HARD KNOCKS: CARRYING CASES 


If you're going places with Game Boy, you'll need to take its 
headphones too. And probably the Video Link. And of course 
you'll want a few Game Paks! All these little items can get lost in 
a purse or backpack. But in a special carrying case, they each 
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have their own compartment for easy storage and easier 
removal. 

Nintendo has its own Compact Carrying Case. It’s made of 
synthetic fabric, and holds the Game Boy, headphones, Video 
Link, and up to four Game Paks (not including one that you can 
plug into the Game Boy itself). It also has a strap for easy 
handling. 

The only problem with Nintendo's C.C.C. is that it’s “soft.” 
In other words, all the items may be in one place, but they can 
still be damaged by bumps and falls. This is where another 
carrying case comes in. 

The Nexoft Portable Carry-All is made of hard plastic. 
Inside it are compartments for the Game Boy (which clips into 
place for a tight fit), the headphones, the Video Link cable, and 
four Game Paks (five if you wedge one into the Game Boy 
before you pack it). It has a long, adjustable shoulder strap for 
very easy handling. Best of all, the case is very durable. 

Both of these cases are very handy, but if you plan to do lots 
of traveling with the Game Boy, the Nexoft case provides better 
protection over the long term. 


LET THERE BE LIGHT (AND ENHANCED SIGHT): 
THE LIGHT BOY 


Gamers who play with the Game Boy a lot have two major 
complaints. First, the screen is so small that eyestrain begins to 


265 


Nintendo Game Boy Secrets 


set in after only an hour or so of playing time. Second, the Game 
Boy’s screen is not backlit; in other words, you can’t play with it 
in the dark. The Light Boy, from Vic Tokai, solves both these 
problems. 

The Light Boy is a small item that clips onto the top of the 
Game Boy, providing a small hole to allow access to the power 
switch. It also allows the Game Boy to be played ona countertop 
easily. 

The Light Boy’s first function is a magnifying screen that 
enlarges the Game Boy screen to 140% of normal, or 1.4X 
magnification. This brings out small details in the Game Boy 
screens that can’t normally be seen. 

The Light Boy’s name refers to its second function. On the 
sides of the magnifying screen are two small bulbs that 
illuminate the Game Boy screen in darkness, allowing you to 
play where there isn’t any light. 

The Light Boy has a few disadvantages. Neither carrying 
case was built with it in mind, so you'll have to pop it into a 
pocket. And its form makes the Game Boy less portable than 
normal; while you can remove the Light Boy, it could wear 
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down both the Light Boy and the Game Boy if you constantly 
attached and then separated them. 

Overall, though, the Light Boy is an invaluable peripheral 
because of its dual functions. You may find yourself not being 
able to play without it. 


RISE FROM THE DEAD (BATTERY): THE 
RECHARGEABLE BATTERY PACK 


Another problem with the Game Boy is its use of batteries. 
Although a set of four AA batteries will last for many hours, 
you'll still be coughing up lots of dough to play on the go. 
Unless you invest in Nintendo’s Rechargeable Battery Pack/AC 
Adapter. 

This device is about the size of a potato, and comes with two 
cords. One cord is built into the Pack, and plugs into the Game 
Boy. The other cord is detachable, and lets the Pack plug into a 
standard electrical outlet. 

The Battery Pack, when fully charged, allows ten hours of 
continuous play before the charge runs out. Nintendo states that 
the Pack can be recharged up to 300 times. This means 3,000 
hours of battery time! 

When the Pack is plugged into an outlet, you can play with 
the Game Boy running directly from household current. This 
will save wear and tear on the Pack, and save you even more 
money that would normally go to batteries. 

The Pack shares the disadvantage 
of the Light Boy in that neither carrying 
case can handle it. 
However, it does have a 
clip on one side to 
allow you to attach it to 
your belt, for example. 


For anyone even remotely interested in Game Boy play, the 
Battery Pack will pay for itself in days. 
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A_PARENTS’ GUIDE 
TO VIDEO GAMES 


I am a game player. I’ve played computer and video games 
actively since the mid-70s. Obviously, I enjoy games. 

I am also a parent. At the time I write this my stepson, Shan, 
is 17 and my son, Max, is four and a half years old. Max has 
played video games since he was two and a half. 

What I want to offer in this chapter is a little reassurance for 
worried parents. People who don't play video games often don't 
understand what the attraction is or whether the games will 
encourage negative social behaviors. They also don't know 
whether their children are addicted to games. It sure seems like 
it sometimes. Let's address the addiction issue first. 


ADDICTION OR WHAT? 


The good news is that experts in child behavior and learning 
have been studying video game playing. The ones who have 
been most public with their findings to date do not call video 
game obsession an addictive behavior. Some studies show that 
what appears to be addiction is really a quest for mastery, and 
my own experience coincides with that opinion. Once a game is 
mastered, it is no longer of much interest. In some cases, 
mastery is beyond the reach of the child. Often this is because 
they lack some basic knowledge of the strategy necessary for 
success. That's why a book like this can help. If they've tried 
everything, they can find some hints and solutions in this book 
that may allow them to accomplish more than ever before. 

But I'm digressing. The point is that the temporary 
obsession that kids feel about their games is not an addiction. In 
fact, in most households children begin their association with 
video games by playing for hours every day. They do seem quite 
obsessed. Some parents feel considerable alarm at that point. 
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However, my experience 
is that these same kids will 
start to taper off. They'll 
go back to other activities 
that give them pleasure if 
left to their own devices. 
They'll watch television or 
read books. They'll par- 
. ticipate in sports or other 
social activities, and 


they'll generally live a 
healthy life. 

“But,” you ask, “what 
if they keep going and 
getting new games to the 
point that they never stop 
the obsessive behavior?” 
My answer is to draw 
from my own experience. 
My own children (and 
some of my young game 
testers) have been able to choose from literally hundreds of 
games on just about every computer and video game system 
made. They do like to play the new games when they arrive, 
and they have certain favorites that they return to from time to 
time. However, they have cooled off on video games somewhat. 
They like to do lots of other activities. My 17-year-old plays 
much less than before, though he sometimes encounters a game 
that absorbs his attention for a few days. (Since I’m paying him 
to play games for me to write about in my books, he now sees 
many of the games as business opportunities.) 

We have never restricted my younger son’s playing. We 
never tell him he can play only a certain number of hours a day, 
or anything like that. You might think he’d be glued to the 
screen every waking moment, but it isn’t true. He does play 
often—usually for short periods. But he still prefers free play 
with friends or drawing or just running around outside. There 
are those days when he seems to want to play video games a lot, 
but usually he’s pretty moderate. 

Two of my other good players are very motivated to master 
the games they play, but one plays in a local championship 
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soccer team and the other plays baseball and other sports at his 
school. These are kids who really love video games and spend 
the time necessary to master them. But they are also normal, 
bright, active, healthy children. 

While researching this chapter, I spoke with Patricia 
Greenfield, author of Mind and Media: The Effects of Television, 
Video Games, and Computers, and one of the people currently 
researching the effects of these games on people. She told me her 
opinion: “Kids will play to master the game. When they finish 
mastering the game, they will quit. They will be quite intense 
while mastering the game. If your child couldn’t put down a 
book, would you say he was addicted? No. In fact, my personal 
experience shows that kids are in much better shape mentally 
after playing video games than after watching TV. Certain 
brainwave studies confirm this. " 

I also spoke with Peggy Charren, president of Action for 
Children’s Television in Boston. She said, “Our position is that 
video games are fine if that’s not the only thing the child does. 
They are actually interactive at a time when much of a child’s 
experience is too passive. TV is a passive exercise. Too often 
parents aren't able to provide interaction—single working 
parents, for instance. We generally tell parents to relax." 

These examples and opinions are not definitive. Each child 
is an individual, and each family must set its own rules and 
expectations. However, I think my experience with games and 
children would indicate that there is nothing inherently 
dangerous or addicting about video games. 

Later in this chapter, I'll offer some ideas about 
constructive play. 


THE ISSUE OF VIOLENCE AND SEXISM 


Again, I don't have a lot of research and facts to offer, but my 
experience would indicate that children who play a lot of video 
games are not particularly violent. My game players are, in fact, 
quite non-violent. They have never been involved in fighting at 
school or any other kind of violent behavior. 

Does this mean that children are never affected by the 
violent content of many games? I don't know. I think the very 
young children may exhibit some violent behavior since they 
have a harder time distinguishing between fantasy and reality. 
For a while, when he was around three years old, my son acted 
out some of the ninja moves he learned from the games. That 
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was all right until he kicked a 
few kids at school. However, all 
it took to stop that behavior 
was to talk with him about it. 
As he has grown older, he 
seems to see the difference 
between the fantasy world on 
the screen and the world he 
lives in. 

Another problem in de- 
ciding whether violent games 
are bad for kids is in isolating 
the influences on them. Many 
. of them see violence on TV 

(both in the news and on their 
own programming), and some see violence in their own homes 
or school yards. In contrast, the violent content of games is 
almost always so steeped in fantasy that participating in these 
games might even discourage violence in real life by offering an 
outlet in which the child has a measure of control over his or her 
environment. Most violence in this world is completely beyond 
our control. It's nice to know that when you've had enough of it, 
you can simply press a button 
and turn it off. 

I've heard of studies that 
showed a reduction in body 
tension among gang members 
who play video games, 
indicating that the games may 
serve as a release. I've found 
this to be true around my own 
household. There is often 
some frustration involved in 
mastering a game, but that 
frustration can be channeled 
into the game and not into the 
family environment. 

There are many games where violence is not a part of the 
game, but most games do involve some kind of conflict. Even 
chess is a modified war game, but I've never heard anyone say it 
promotes violence. Does Monopoly encourage everyone to 
become a Donald Trump? Not one game player I've met wants 
to go into the armed services and be a soldier, but every one of 


271 


Nintendo Game Boy Secrets 


them has enjoyed simulated war games of one kind or another. 
There may be subtler effects, and, once again, each child is 
different, but I don’t see that much correlation between violence 
in video games and violence in real life. 

Perhaps my biggest concern with regard to younger players 
is that they have an appreciation for life. Since many games 
involve the wholesale destruction of enemy monsters and other 
characters, it is important that they recognize this destruction as 
a challenge in a game, but that they don’t think destroying real 
creatures is OK. Again, I haven’t seen that to be true, but it 
wouldn't hurt to discuss the issue with very young players. 

There is concern that girls don't play video games as much 
as boys. There are some new games coming out that will appeal 
more to female players, and at least one game developer has 
asked me to consider developing games that women would 
enjoy. In my own experience, I've found that women prefer 
puzzle games over shoot-'em-up action games. However, the 
problem of the gender gap has not yet been solved, and I don't 
have any easy answers. On the other hand, the situation hasn't 
been entirely ignored. I expect lots of research will be done and 
lots of new approaches tried. Perhaps some will succeed. 


FRUSTRATION 


Many games are very hard 
to master. One thing you'll 
notice (and this varies 
from player to player) is a 
certain level of frustration. 
Some players are very 
mild about their frus- 
tration. As an example, 
one of the best-known 
video game players in the 
country, Donn Nauert, > 
rarely gets flustered. If he encounters a situation where he has a 
lot of problems, his usual response is to mutter a mild "OK," 
and then he tries again. Perhaps that's why he's one of the best. 

In contrast, you may see your own kids yelling, crying, or 
even throwing the controller on the floor. Remind them that it's 
only a game. They won't appear to listen, but if you keep telling 
them, they'll hear you. If the frustration gets too acute, tell them 
to take a break and come back to it. 
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I don’t tolerate any kind of 
violence. When my young son threw 
the controller across the room once, he 
was barred from the games for several 
days. He learned very quickly that such 
action wasn’t tolerated, and he stopped 
acting out that way. He still gets 
frustrated, but he controls his violence. 
I also get frustrated when I play some 
games, so I understand his feelings and 
can sympathize with him. On the other 
hand, I don’t let him keep playing if the 
frustration appears to get too acute. It is 
clear that my son is learning to control his emotions by dealing 
with these frustrations. It’s early to tell if that control will carry 
over to his “real” life, but I think it will. 

In time, most players will give up on a game that’s too hard 
and move on to something easier. However, they may return to 
the hard games a month or more later and suddenly find success 
where there was only frustration before. 


WHAT DO CHILDREN LEARN FROM 
VIDEO GAMES? 


It is clear to me that children learn a lot from video games. 
Obviously they learn a certain kind of motor skill. Their eye- 
hand coordination is often very well developed, and anyone 
who has watched their split-second reactions and carefully 
timed leaps must appreciate this skill. 

Game players develop other skills that aren’t so obvious. 
For one thing, there’s a great amount of visual information being 
displayed in a typical video game. Processing all this 
information stimulates a different kind of thinking. In her book, 
Ms. Greenfield calls it “parallel processing” (not to be confused 
with computer technology of the same name). In contrast to 
serial processing, parallel processing allows one to track and 
understand several elements at the same time. In the case of 
video games, players may typically be aware of two, three, or 
even twenty different objects on the screen at once. They learn 
from experience and practice how to deal with this diversity. 

Many games appear to be impossible at first. Part of the 
reward of such games is figuring out how to beat them. It’s a 
challenge just like a crossword puzzle or landing a big business 
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deal. However, the process of learning itself is a skill. As 
Greenfield states, “Part of the excitement of the games surely 
must lie in this process of transforming randomness into order 
through induction.” 

People who play games are learning to use their minds as 
well as their eyes and fingers. There’s a lot of strategy and 
cleverness needed to be successful. Even the very young players 
exhibit this inductive reasoning without being consciously 
aware of it. At two and a half years old, my son was showing 
me his strategies for playing certain games, and now, at four and 
a half, he can play sophisticated logic puzzle games (like the 
Adventure of Lolo on the Nintendo Entertainment System) in 
which hand-eye coordination is not a prerequisite. Instead, he 
needs to plan and then execute a series of puzzle moves. 

While players of action games must develop strategies to 
play successfully, they often do so quite unconsciously unless 
required to explain what they are doing to someone else. As a 
suggestion, instead of staying completely away from the games, 
ask your kids to tell you how they “pass” these games. They 
might surprise you (and even themselves) with the depth of 
their thinking in some cases. 

Fantasy and adventure games are becoming more and more 
popular all the time. These games are more obviously thinking 
games. Although the action is implied in the game, there is little 
hand-eye coordination in them. Instead, players must solve 
puzzles to succeed. In addition, in the role-playing games, they 
must maintain their characters. That means making sure they 
have food and other necessities as well as proper attire (armor 
and weapons usually, though sometimes there are special items 
they must use in special circumstances). In addition, these 
characters must grow, becoming more competent in their world 
and more powerful. Role-playing games are very popular in 
Japan, and are beginning to catch on here in the U.S., where they 
have enjoyed a small but dedicated following for years. 

In my opinion, these games teach not only puzzle solving 
and logic, but a certain level of responsibility. Role-playing 
games can take many hours to play all the way through. If 
gamers are careless or irresponsible with their characters, they 
can lose the results of many hours' work. Role-players learn 
quickly to show some responsibility for their characters (who 
are, after all, extensions of the players themselves). 

In an expert opinion written for the Tel Aviv Supreme Court 
in Israel, Ms. Greenfield cites some additional studies. These 
studies indicate that the same skills learned and used by video 
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game players have a high correlation to the skills needed by 
such professionals as engineers, architects, air traffic controllers, 
pilots, and many more. Other studies show that the kinds of 
visual/spatial skills developed in video games also helps in all 
other areas of computer work. 

A corollary benefit of video games is that children who 
grow up with them tend to be much less intimidated by 
computers. In fact, they think of computers as more 
sophisticated video game machines and have no fear or 
apprehension of them. When they need to use computers, they 
will do so with little or no resistance. These same video game 
players also find themselves right at home with modern 
gadgets. Most kids can program the VCR or set up the stereo 
better than their parents can. How important these skills are in 
the world of the future remains to be seen, but many people 
believe that today’s video game players will be tomorrow's 
explorers and space travelers and that the skills they learn today 
will make them uniquely suited for the world of the future. 

Ms. Greenfield recommends that we view literacy in new 
terms. In addition to the literacy of reading and writing, we 
should recognize the new language of visual cognition that has 
become so much a part of our fast-paced world. She 
recommends a multi-media approach to education in which 
more than one kind of teaching is used. She also recommends 
that reading be taught early, before school, so children can grow 
up seeing reading as a pleasurable experience. Her suggestions 
make sense to me, and as much as I like electronic gaming, I 
would be sad to see reading become a lost skill. 


HOW TO LIVE WITH VIDEO GAMES 


Here are some home-grown 
guidelines and suggestions on 
how to coexist with your video 
game machine. 


Communicate. Tell your children 
just what is expected of them. 
Make it clear that the 
homework must be done, the 
grades kept up, and the lawn 
mowed (or whatever they do 
around the house). Make sure 
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they know that playing games is OK, but it is a privilege that 
can be revoked if they don’t keep a sense of responsibility about 
their lives. 


Encourage Other Activities—Especially Exercise. You want your 
kids to engage in physical activity and not sit with their eyeballs 
glassily staring at the screen for hours on end. That goes without 
saying. But how do you motivate them to abandon the quest 
and do something else? 

In most cases, you won't 
have to do anything. Kids 
naturally need to expend their 
physical energy and they're 
great at finding ways to do it. 
On the other hand, if you can 
encourage your children to 
participate in sports activities, 
or provide them with situations 
in which they'll get healthy 
exercise, it will help. You might 
also remind these kids that the 
healthier they are physically, 
the better they'll play video 
games. Bad health makes bad 
players. If they want to rack up 
their highest scores ever, have 
them get in really good shape. Their hands will move faster and 
their eyes will see better. 

Greenfield also cites studies that show a reduced usage of 
drugs among kids who play games. The studies show that kids 
can't do well when they are "high." My own thought is that they 
also don't need the escape of drugs since the games can serve a 
similar purpose without the obvious health, legal, and social 
tragedies associated with drug use. 


Use the Desire for Games as a Motivator. Most kids who play 
games are never satisfied. They'll master one game, but already 
be wanting to buy another. But, as I’m sure you know already, 
games cost money. The kids know that these video cartridges 
are expensive. Use their desire for more games to motivate them 
to earn money or at least to do extra chores around the house. 
However you organize it, you can use the desire for games as a 
motivating force for better behavior. 
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Get Involved. Green-eyed monsters or machine gun-toting 
muscle-bound soldiers are probably not your idea of 
entertainment, but you can share a lot with your kids if you ask 
some questions. Try to see beyond the subject matter. Realize 
that those same monsters and soldiers could be cubes and 
triangles and the game play would be essentially the same. It's 
the challenge and the action that attracts the kids. So ask them 
how they play the games and how they succeed. The kids will 
think you're cool for being interested, and, who knows, you 
might even learn something. 


THE FUTURE 


There is more research to be done, and, like anything else, it is 
clear that video games can be abused or over-used. At the same 
time, it seems equally clear that today's games offer special 
preparation for the future. I hope the suggestions and insights in 
this chapter will help you be more at ease with what is 
obviously a new kind of entertainment medium. Since electronic 
gaming doesn't appear to be just a fad, we may as well get the 
most out of it, use common sense in dealing with it, and find 
what positive effects we can. 

A lot of work is being done on what is called virtual reality. 
Virtual reality simulators seem to place the participant inside the 
simulation. Current VR technology has people wearing special 
helmets in which they move through a fully rendered three- 
dimensional world created entirely electronically. Using special 
gloves and treadmills, they seem to be walking through the 
world and manipulating objects in it. 

Although current VR research is at its early stages, the 
future may bring us very compelling VR simulations ranging 
from your driver's test to aircraft simulation, from a fully 
realistic mock surgery lesson to a walk through your prospective 
home. Future games will be as real as technology can make 
them, and there's no telling what powerful learning and 
growing they will let us do. 

One of the most encouraging aspects of games is the 
emergence of truly educational games that contain the same 
attractions as ordinary games. These games will teach children 
about financial planning, ecology and conservation, city 
planning, music, reading, math, logic, and much more. We're 
only at the beginning of the information age, and many believe 
that games will be one of the most powerful and positive forces 
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to influence future generations. Some people have even postulated 
that future wars would simply be played on video screens instead 
of battlefields. Whatever the far future holds, the near future will 
certainly produce new ideas and new opportunities. 


Mind and Media: The Effects of Television, Video Games, and 
Computers by Patricia Greenfield is available from Harvard 
University Press, 79 Garden Street, Cambridge, MA 02138. Telephone 
(617) 495-2480 or (617) 495-2577. $14.50 in cloth or $5.95 in 
paperback. 
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